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3300 B.C. 


COMMAND, DEFEND, AND CONQUER 


Command powerful, armies and make every social, economic 


and political decision. Deploy over 65 beautifully-detailed units, 7000 
years worth of weaponry, and over 100 technological advances. 


2600 B.C. 


COLONIZE THE PLANET AND BEYOND 
Retrace the steps of mankind across the globe. Build orbital 
space colonies and add speed to your arsenal. Discover and harvest 


vast oceanic resources to grow immense underwater empires. 
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CALL TO POWER ADVAN 
All-new strategies, including unconventional warfare. *~ More units, buildings, Wonders and technologies ~* Vast new realms: Space and Sea : 


Fully-animating, hi-res, 16-bit graphics + Breakthrough time-saving interface + Enhanced diplomatic and trade options 
: Scenario Builder ~ Internet and LAN Multiplayer ~- All-new Wonders of the World in stunning cinematics 


COMING SOON TO 


SoftwareForPCs.com ; ee a www.activision.com 


Civilization: Call to Power © 1998 Activisidn, Inc. Activision is a registered trademark and Call to Power is-a trademark of Activision, Inc, CIVILIZATION computer games © 1991-1998 MicroProse Software, Inc. CIVILIZATION is a trademark or registered trademark of 
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® Astrophysics 
May play Visit Cochrane Memorial on same planet. 
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lize concealment systems, 
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Astrophysics ® Navigation 
© Once each tur, if on your ship, may for 
‘opponent's ship at same locotion to dec 


‘1am the begining; th end; the one who is many. | [2%] 
Tam te Bog... 0m th calle.” 
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© When reported, selects any skill may change skill 
at start of each tur, download & Change 
of Plans or Borg de fone card draw. 


InrecRiTy if 


BUT NOW THINGS 
ARE GOING TO GET 


UGLY 


For further information call Decipher 
_at (757) 623 3600. 
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Cover artist Chippy created Blo | for Urza’s Saga and never 
looked back. Find out what he thinks of cover-guy Gix on page 10. 
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52 Combo Platter 

Combo decks have made a resurgence in Magic (ask anybody who played at 
PT-Rome). Learn combo strategy from an expert deck builder. by Alan Comer 


56 Top 25 Magic Combos of All Time 
Five years of Magic has spawned literally hundreds of powerful card combinations. 
Here’s our take on the best of the best. by Will McDermott and'The Duelist Staff 


59 R&D: The Combo Source 


Magic R&D gurus must balance many factors when they 
create the cards that drive the combos. by Michael G. Ryan 


62 Never to Be Free 

Safe from his father, Crovax and Selenia plan to marry and 
meet their destiny together. But destiny is not always what you make it. i 
The Crovax fiction concludes. by J: Robert King 
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“Picks & Tricks” offers bargain-basement, low-casting-cost combos; the Claws of 
Gix shine in “Card Spotlight”; Magic goes solo in “House Rule”; we wheel White 
Weenie into “Deck Clinic”; The Magic backstory gets FAQs; a new ability emerges 
in “Magic R&E”; Mark looks at Classic Magic; and “Tournament News” goes 
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73 Inside the Industry 

Cory goes to the Star Trek World Championships in “Reports on Trading Card 
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The complete guide to every card in Standard, featuring Fifth Edition, Tempest, 
Stronghold, Exodus, and Urza’s Saga. 
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New this issue—Urza’ Saga prices. Also the premiere of Alex 


Shvartsman’s financial news column. 
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40 Inthe Cards 

by Randy Buehler 

How to play to win when you're facing 
the “no win” scenario. 


42 Deck Deconstruction 
by Beth “BethMo” Moursund 

Force your opponents to ask your 
permission to play any spell with 
“Mega-Permission” decks. 


46 The Drafting Table 

by Eric Tam 

When in Rome—either play the domi- 
nant deck or build to beat it. Here’s how. 


50 Lost in the Shuffle 

By Richard Garfield 

When most people take a trip, they leave 
their work at home. Richard Garfield 


designs a new game. 


68 Magic: The Puzzling 

by Mark Rosewater 

Life, don’t talk to me about life; at least 
not until I figure out these puzzles. 
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monthly by Wizards of the 
‘e. SW, Renton, WA 98055, 
rica. Periodicals Postage Paid at 
ional mailing offices. POST- 


he Mything Link 


ne of the coolest parts has had what we in R&D refer to as 469086, ESCONDIDO, CA 
> of the Coast, Inc. All rights 


- = “ ” ? Ly 
about working in a moment of cleverness.” You're in a te produced 
poses) without the prior written 


Magic R&D is listen- _ the middle of the game, backed into a prior W 
iu : blisher. Material published in The 
ing to all the myths corner, when you find a way to use a sarily reflect the opinions of 


about how certain cards card that a moment earlier seemed 


registered trademark and ™ 


were created. My favorite myth involves useless, but now, in combination with ; 
ned either by Wizards of the 


the supposed origin of the cardsin the —_ another card, saves your butt. . jost product names are trade- 
« » : : ‘ companies that publish those 
Prosperous Bloom” deck. The elation of such a discovery is ime of any product without 
. . a d 

As the myth goes, Magic R&D huge. You have just pulled off the : re 


2, Instinct, Earthquake, Guillotine, 
‘ ‘ ‘ phaBlitz, Go Wild!, Limited Edition, 
had to be hard to play. It had to include inning, grand-slam home run. You have dition, Fourth Edition, Fifth 

b : : lights, Antiquities, The Dark, 
a lot of rare cards. And it had to be full exercised your mental muscle. And it ne ack Renaissance, 


of combos. Magic R&D then made the... felt good. lands rage, Visions, Portal, Vanguard, 

* : : q : Stronghold, Exodus, THE RATH 
key cards (Cadaverous We in R&D recognize this thrill, and W Ariiolonies, ORACLE, ARC 
Bloom, Natural design cards with combinations he Sabbat, Proteus, Counterstrike, 


Sovereigns, Ancient Hearts, 
: p 5 ere : ade, The Great Dalmuti, 
Balance, Squandered : j in mind (for information on URGbGRally), Armed. and 


decided to create a deck from scratch. It mental equivalent of hitting a ninth- 


Resources, Prosperity, # igs. this process, see p. 59). Of Radioactive, The Duelist, The 
| ; ‘ bo AGIC: THE GATHERING PRO 

Infernal Contract, course, we don’t know MiteD, and ARENA are trade- 
I i a | a , y Al | Hi Ome / he Coast, Inc, ADVANCED 
mpulse, an * exactly what monstrosities Gene AD&D, Forgotten 


sls j \; 5 y : Planescape, Ravenloft, 
Vampiric Tutor) and | a players will build. We just Fasoh Glee. Greynawic 
stuck them in the i provide the spare body , Spelljammer, Al-Qadim, 
EN CON, Dragon, Dungeon, and 


two sets available to parts. ks of TSR, Inc. Legend of the 


aS ae » : ‘Coup, Jade Edition, The Hidden 
i oe atPro UL This issue of The i yrant, Secrets and Lies, Black 


Tour—Paris, This 2 a Duelist is dedicated to 1 Han ‘the Change, Thunder at Twilight, 
: i 1 ning Sands are trademarks 
was a crucial part of ‘\ the combo deck. . Group, Inc. TSR, Inc. and Five 


ae \c. are subsidiaries of Wizard 
R&D’s plan as they What makes it tick? ad Vampire: The SCaae 
supposedly wanted to 


How do you build ofWizards of the Coast, Inc., 
make sure the world 


7 dio. Netrunner is produced 

one? Where do under license from R.Talsorian 
discovered the deck. 
Just last week, the 


> : Gar a trademark of R. Talsorian 
they come from: i lechWarrior, and ‘MECH are regis- 
latest rumor appeared articles will give you a 


e FASA. Corporation. The 

We hope these : protected by copyrights 
yn and used under license. 
” 6 ee th trademark of White Wolf 
on the Internet. It seems little insight into the decks that form der license. Dune is a regis- 
$ » : ; : rere : 1 ‘bert Limited Partnership; it 
Magic R&D was at it again—this the truest love/hate relationship in the : : by tedemarkes a 
e Herbert Limited Partnership 
‘ 2 n se. The Dune Trading Card 
deck, which abuses Tolarian Academy, On a final personal note, | am happy m See coe and is pub- 
2 izards of the Coast, Inc. 
Mind Over Matter, and Stroke of to announce that on October 10, 1998, : Ee OF Pinnacle Entertainment 


No ai a % F : irks are protected by trade- 
Genius—released just in time for I made official my own personal He Gared by Pinnacle 


Pro Tour—Rome. favorite combo. My bride’s name is me are used under license. 


time with the “Tolarian Academy” Magic trading card game. 


Every cycle seems to have itscombo Lora and we had a wedding very in | lated marks ™, ©, & © 1998 
deck. Players are naturally suspicious. character for us. Kazoos were played. oe 
How could such intricate combo decks I caught the bouquet. And a dear friend 
“just happen’? The answer is actually literally gave us the shirt off his back to 
much simpler than you would imagine. fulfill the “something new” requirement. 

Combo decks happen because Magic at It was quite an event. 
its core is all about card combinations. 
Think back to your first few Magic BY ale (Deter 3 kare 


games. What made the game click for 
you? While I believe there is no single MARK ROSEWATER 


answer, I do think every Magic player Editor in Chief 
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Junior Super Series 


Get ready for the Junior 
Super Series, and you could 
earn some serious dough 


just for playing the game For all the details call 
you love. (800) 324-6496 or hit 


www.wizards.com/JSS 


$250,000 _ 


Play in the 
Western Division Championship 
February 27-28, 1999 


Hotel Queen Mary ton ¢ fini ; er A 
p 8 finishers in each group win airfare and lodging 
Long Beach, CA for two at the $250,000 1999 Super Series 
Championship in Florida. 


om i 
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IIGAARD 


EN. TE RTA ENE NT 


LOOK FOR THEM ATA 
SOFTWARE RETAILER 
NEAR YOU. WHILE 
SUPPLES LAST. 


iments 
xactly 


e’ve got another carton full of USDA- 
pproved letters for your consumption 
his month, including several entries 
rom #30’s “What’s in the Egg?” contest, 
report from a writer abroad,and 

ne missive from a genuine loony. Now 
ust sit back, basmaie and let the hooks do their work. 


‘Note: We asked you to be funny. Man, did John Foster 

é learn our lesson. But seriously, you folks China Grove, North Carolina 

nt ina flurry of answers to the simple | 

uestion we posed—what was in the egg _ I don’t know, but whatever it is, I bet it likes to be 
n the cover of #30, anyway? Here are the _ breast fed. 


ut loud, groan, quizzically scratch our Liverpool, New York oe 
eads, or all of the above. These people will | [ 
ceive nothing, and theyll like it. So what's 
n that egg?] 


an Drahos of Eldridge, Iowa, won a box of 
ne word: nougat. f | Unglued in the “What's in the Egg?” contest 
Dave Fass é | (Duelist #30, in case you haven't been paying atten- 
Bar Harbor, Maine - tion) by forwarding the following letter from a 
| well-known public figure: | 
| “Dear Wizards of the Coast, The Duelist, and 
nholtz Fart al the American People, 1 


view, Minnesota Although what I said in January about what was 
\ in the egg was technically correct, I am afraid I 
Culkin’s career. \ may have misled you. There i is indeed more inside 
ailey \ the egg than what I first stated, but it is deeply 
Massachusetts ‘, personal. It is my private S 
A lot of time and money has been spent investi- 
Seizer Thallid (the rarest card. —_ gating the contents of the egg and many people 
d). oh have been hurt along the way. It is time to stop 
kelman prying into:the contents of the egg so I can con- 
son, Indiana tinue my job. 
There may still be many Hee left unan- 
—“Nothing beats a great swered; who, if anyone, choked this chicken? Was 
there a swallow involved? Was the egg ever techni- 
uguay and Rachel Belliveau cally “laid”? These are questions not to be specu- 
7, Massechusetts lated on in a simple magazine contest. They are 
best left between me, my family, and the angel 
1998 World Cup French from whom the egg was delivered. 
- Sincerely, i 
Bandit” W.]. Clinton 
n, Virginia Washington, D.C.” | 
\ 
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LOSE, BUT r NO YOLK \.. The collective salaries of all employees at The Duelist. 


unners-up, which either made us laugh | Dave Amrod eran 


HIS JUST IN FROM 
PLANET FRUITCAKE 
Dear Duelist, 
hy the heck do people 
like these stupid Magic 
cards?!? My math teacher is 
crazy about them! He has 
some on the walls of his class- 
room! And my uncle has tons 
of these cards! It’s insane! It’s 
stupid! I do like the chicken 
idea, though. It’s funny. Don’t 
call my house! 
HZ. Gately 
Woburn, Massachusetts 


AS ENTERTAINING as such 

a call might be, I shall have to 
refrain. But have you contacted a 
nee caida 


VARNEY, LORD OF 
THE JUNGLE 
[Note. the following missive 
arrived on a postcard bearing a 
picture of an elephant under the 
words “Mana Pools Zimbabwe.” 
Unfortunately, the postcard was 
damaged in the mail, so we cant 
show it to you here. —Ed.] 
Editor, 

his is Allen Varney, former 

“Reports on Trading Card 
Games” news columnist, 
reporting from Zimbabwe in 
southern Africa. A magnificent 
national park here has a name 
that should ring loudly in the 
ears of any Magic player: 
Mana Pools. The similarity of 
the names is a coincidence; 
Magic takes the term “mana” 
from the Warlock stories of 
writer Larry Niven, who in 
turn derived it from the com- 
plex magical belief systems of 
Polynesia and Melanesia. The 
Zimbabwean park takes its 
name from the four large pools 
around park headquarters— 
“mana” means “four” in the 


local language, Shona. 


Journey in 


sentien $i : 


enlist the a 
guardians. 


They will prove invaluable 
Fo you as well. — 


Look tor foik-finished premiuin cards randomhy 
inserted in select Urza’s Legacy boosters. 
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Available in: 60-card Preconstructed decks and 15-card Booster Packs 


IME 6, ISSUE 2 
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ttle-visited, Mana Pools ublisher: Wendy Noritake 
intrepid tourist who rin Chief: Mark Rosewater 


in the daytime!) amid ome - ditor: Will McDermott 
y ‘Y ) hat mean ol’ Gix has gone and nefari stry Editor: Cory Herndon 


s, antelope, water buffalo, ously switched all the mana around! jagic Compendium Editor: David Noonan 
jas as they converge to Win a display box of Urza’s Saga ociate Editor: Michael Mikaelian 
codile-infested Zambezi boosters by finding this off-color mana symbol ee ly : 

ea : y f 3 Z ae tional Editors: Beverly Marshall Saling, 

park’s diverse habitats— ® hidden in this very issue of The Duelist. ;cott, Brady Dommermuth, Michael G. Ryan, 
savanna scrubland open noo Linea ters Send a postcard telling us where you found it ale Kennerud, Jennifer Clarke Wilkes, Jessica Beaven 
me Jick é y E : ‘ontent Reviewers: Shawn F. Carnes, 

raced riverbeds, and, in the distance, the to: The Duelist Twisted Mana Hunt of Doom rlie Catino, Skaff Elias, Glenn Elliott, Mike Elliott, 
Contest—#34, P.O. Box 707, Renton, WA 98057- iam Jockusch, Jim Lin, Joel Mick, Kyle Murray, 


| Peterson, Beth Moursund, Paul Randles, Bill Rose, 
0707. Only postcards will be accepted as legal lenry Stern, jonathan Tweet, Tom Wylie 


Mavuradonha Mountains—you could 


imagine a planeswalker finding virtually 


any color of mana here. Maybe you should | ; 
y cee from all. correct entries. Postmark deadline is pore chore 2pauna Wall Narciso 


send the Wizards R&D team here to _ Deputy Art Director: Peter Whitley 
January 21, 1999. Remember, the symbol must signer: Scott Ricker 


match this one @® exactly! Additional Artists: Steve Bloch, Maria Cabardo, 
ig Cudnohufsky, Daniel Gelon, Eric Nancarrow 


entries. The winner will be randomly selected 


research the next Magic expansion. 


Best, 

z Contest only open to residents of the U.S. 

Allen Var rey, (except Rhode Is sland) and Canada (except Quebec). luction Manager: John Dunn 
7281 


Somewhere in Southern Africa 


ertising Sales Manager: Bob Henning 
5-204-7262, <bob@wizards.com> 


HMM .... It’s on the other side of the PUZZLING UNGLUED CONTEST—ouveutsr #30 Traffic Manager: Bobbi Maas 
Atlantic? AND the river is infested with croc- A total of 16 winners came in for this goofy Soe 
‘ ; ae . mm rtising Reps: 
odtles? Yes, I think that’s just the place for the contest that revolved around “Magic— Sig or Scott Buchmayr, Buchmayr Associates, 
RESD t The Pamling: Rowayton Avenue, Rowayton, CT 06853 
age ae cas hone 203-855-8834, FAX 203-855-9138 
Second Prize: Justin Southwick, Murrieta, Email: sbuchmayr@worldnetatt.net 
. re 3 es ‘ ion Manager: Barbara Blaskowsky 
CHI PPY DIPPY A RTIST MAN . California; Pearl Smith, stationed overseas in Be ineane: Rebecea Heft 
his month’s cover artist, a mysterious England; Rob Rossi, London, Ontario; jaison: Kyle Murray 


Scotsman known only as Chippy, hails Steven Greene, Philadelphia, Pennsylvania; 
from the town of East Kilbride, just out- Heidi Finzel, Joliet, [linois; Chris Metlcalfe, 
side of Glasgow. Since he helped to design — Coto de Caza, California; Ian Klahn, New 
the look and feel of the plane of Phyrexia, Market, Virginia; Jared Galloway, Geneva, 
he had a unique take on this month’s cover = Alabama; Louis Kaplan, Lansdale, Pennsyl- 


ks to: The Corporation’s rebirth, Sir Lee; 

ie Jones; Charles, Brett, Richard, and Gene; the 
dible Macintosh G3 PowerBook and an 
understanding wife; and nitrous oxide. 


‘ought to you by: Citizen Fish; Cheetos and 
ke—the breakfast of champions; Mike's big head; 
ome rare swamp cards we have for sale; 
Thanksgiving traffic on |-5; the words “blank” and 
“corvine”; and the number 25. 


being, Gix. “He’s holding five mana sym- vania; and Carmel Viado, Las Vegas, Nevada 
bols in his hand, like on the back of a all won five Unglued boosters each! 
Magic card, but since he’s Phyrexian, First Prize: Scott Tepper, Berkeley, Illinois; 
they’re all black..” Chippy explained that Roy Matsunaga, Eugene, Oregon; Jerome 
the tubes and hoses connected to Gix’s Hauser, Montclair, New Jersey; Ben Lee, 
back are a kind of mechanical/organic Asheville, North Carolina; and Barrister & 
“dialysis tubes” that let Gix recharge his Solicitor Todd Jenney, Brampton, Ontario 
energy, “Sort of like Darth Vader’s medita- _ will all receive 10 Ung/ued boosters. Way to 
tion chamber.” Look for more of Chippy’s _ go, folks! 
Phyrexian-tinged work on the Urza's Saga Grand Prize: In the end, there can be only 
cards Blood Vassal, Order of Yawgmoth, one. In this case, that one is Greg Arguello of 
and Phyrexian Tower. Green River, Wyoming. Greg will be driven 
mad by two whole display boxes of Unglued! 
COMMENTS? QUESTIONS? All 16 winners can also expect a Jester’s ee as 
COMPLAINTS? Sombrero T-shirt, an oversized Incoming! oe 
“La-la-la don’t call my card, and one The Cheese Stands Alone SUBMISSIONS: 7 Duelist welcomes submissions fron readers k 


_ To obtain our submission guidelines, write to us at 


pores I can’t hear rub-on tattoo. Thanks to all who entered! _ The Duelist, Attn. oe PO, Box 707, Renton WA 9805707, 
33 il us at <duelist@wizards.com>. wo WS 
you, lata te man / or general information about Magic: The Gathering \4 
oe . ; izards of the Coast products: Call Game ‘Support 
URZA’S MANA HUNT—oueutsr #31 800) 324-6496, M-F9 Am—8 em, (PST) or email vw 


: (@wizards.com>. United Kingdom customers, please cal’ 
en Matthews of Northglenn, Colorado, 599 (in the UK) or +44-141-226-5205 (outside the UK), 


IVERTISING: Contact The Duelist’s Advertising Sales Manager, 
Bob Henning, at 425-204-7262. Alll advertising submissions are subject 
to approyal by Wizards of the Coast, which reserves the right to 
efuse any advertising for any reason.Advertisers and their agencies 

e not to hold Wizards of the Coast, Inc., liable forjany loss or 
expense from alleged wrongdoing that may arise out/pf the 


will receive a box of Urza's Saga boosters 8 ee 
for finding the off-color mana symbol hidden INE: For nek previews and highlights from the magazine, visit 
list ¢ 


line at <www. wizards.com/Duelist_Online/>. 


on the cover of the Urza’s Saga Strategy Guide 
on page 16. Congratulations, Ben! 
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Death is the only reward for'chosewhofai, 
BeHind you lie the gates to the strongHold of New Jollis, the 

largest city in all of SoutH Vormis. You stand in the central _ 

euarter before the legendary Big Rocs’ Cafe. THe Duke 

Has declared a state of martial law until the brigands 

that Have been terrorizing His lands are defeated. 

Great ricHes and fame Await the Heroes tHat 

succeed, And tHeir names sHall De 

sung by troubAdours 

tHrOUGHOUTt 

tHe land. 


UBiES of EVENTIDE 


Adventure and Glory 
Await you in this Radical 
New Online Role-playing Game. 


e Over 200 Race /CIASS combinations 
e Scores of SHOps witH thousands of items 
e See wHat your cHaracter sees in A 3D world 


rc E dundreee of magic spells that you can alter to” : 
suit your needs — 


WW A f ie $0 eventide,com — 


agic players now have more 
than a billion new potential 
opponents. Chinese officials 
and Wizards of the Coast 
announced this fall that the 
Magic: The Gathering trading card 
game and its tournament competition 
will be accepted as China’s next “Non- 
Olympic Mind Sport for the Masses.” 
The Magic TCG will now be identi- 
fied as one of approximately 15 non- 
Olympic competitive sports in China, 
including dragon dancing, rollerblad- 
ing, aerobics, and dragon boat racing. 
Starting in regions surrounding Beijing, 
Shanghai, Dalian, and Chengdu, Wizards 
will testmarket the Magic game and 
tournament system. The game will fol- 
low the international Olympic Games’ 
tournament system and meet the spe- 
cial social, cultural, economic, and 
political environments of China. 


Magic: The Gathering 
Spreads to China 


“This is a prestigious honor and 
critical milestone for Magic,” said 
Wizards of the Coast President Peter 
Adkison. “The launch of Magic in 
China is a remarkable indication of 
worldwide growth and acceptance of 
the game and a pinnacle achievement 
for Wizards of the Coast.” 

Prior to the launch of Magic in 
China, Wizards completed a lengthy 
and intensive analysis and review 
process. Chinese officials carefully 
assessed various aspects of Magic, 
including its aesthetics, structural ele- 
ments, and the organization of the 
Magic tournament system. A delega- 
tion from China, composed of officials 
who oversee the legal, tournament, and 
promotional aspects of sports in China, 
visited the Magic: The Gathering 
Asia-Pacific Championship in Tokyo last 
year. The delegation also traveled to 


the Wizards of the Coast world head- 
quarters in Renton, Washington, to 
evaluate the company and the game. 

Based on the launch of Magic in 
China, Wizards plans a series of regional 
and national training sessions, coupled 
with exhibition matches to assist in the 
development of the national tourna- 
ment system. China hopes to establish 
a national team, which will compete in 
the 1999 Magic: The Gathering 
World Championships. 


Urza's Legacy to Be 
Revealed in February 


Legacy and unveils the prized 
ship Weatherlight. Urza forms 
new alliances and encounters 


The continuing story of Dom- 
inaria’s most powerful 
planeswalker holds many sur- 
prises. Magic: The Gathering 
enthusiasts learn more about 
Urza's strategy to 
prevent the 
Phyrexian inva- 
sion in the next 


Magic release: 


powerful new enemies as he 
sets forth to complete his mis- 


Albuquerque, NM ; 
Anchorage, AK 
Atlanta, GA 
Baltimore/Washington, 
D.C. 
Birmingham, AL 
Boston, MA 
Chicago, IL 
Columbus, OH 
Dallas, TX 


sion to save 
Dominaria. 
Magic fans will 
be the first to 
witness Urza’s 


Urzas Legacy, 
scheduled to debut on Febru- 
ary 15; 1999: 

Urza’s counteroffensive 
plans forge ahead as he builds 
the last few artifacts of his 


Denver, CO 
Detroit, MI 


quest in this 
expert-level expansion that 
contains approximately 140 
black-bordered cards. The set 
is highlighted by strategic play 


variations on new and existing 
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Raleigh/Durham, NC 
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card mechanics, led by Magic 
Developer Henry Stern. 

According to Magic Brand 
Manager Joe Hauck, “Urza's 
Legacy is the exciting contin- 
uation to Urza’s Saga, pulling 
Magic players through a 
series of historic events that 
leads up to the Weatherlight 
story. It has a gripping story- 
line that is enhanced by 
brand-new card art and new 
card mechanics.” 

Urza’s Legacy will be avail- 
able in four uniquely themed, 
60-card preconstructed decks 
sold at a suggested retail price 
of $9.99. In addition, the 
expansion will feature 15-card 
randomized booster packs for 
a suggested retail price of 
$2.99 each. The expansion will 
be released simultaneously 
worldwide. 


Wizards Connects TCG 
Players in Real-Time 
Following the success of 
TSR’s online chat rooms, 
Wizards website <www.wiz- 
ards.com> now features a per- 
manent chat room for the 
discussion of Wizards, TSR, 
and FRPG trading card 
games. Called the Tap Room, 
the site allows players to 
exchange game tips and 
strategies with fellow players 
around the world. Wizards 
staff members are also on 
hand periodically to give 
Web-surfers the latest scoop 
on Magic: The Gathering, 
Legend of the Five Rings, 
Doomtown, and other 
TEES, 

To connect to the Tap 
Room, point your Web 
browser to <http://tsronline. 
wizards.com/chat>. The chat 
room works with standard 
HTML or Java, but there’s 
also a user-friendly plug-in 
that Tap Room patrons can 
download before they log in. 
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Winter Arena Season 
Explores Standard Time 
You've pored over the Oracle 
and goldfish-tested a dozen 
decks, but are you ready for a 
new year of duels in the 
Arena league? The Winter 
Season of Arena launches 
January 1 with both Standard 
and Two-Headed Giant 
Magic tournaments at par- 
ticipating retailers around the 
world. 

Prizes for the Winter 
Season, which ends Janu- 
ary 31, include the Arena- 
exclusive oversized cards 
Pox, Stormbind, Pyro- 
clasm, and Drain Life. 


Batten Down the 
Hatches: Pro Tour 
Returns to Los Angeles 
The Magic: The Gathering 
Pro Tour makes its nautical 
stop this February, when the 
world’s top players gather 
aboard the Queen Mary for 
Pro ‘Tour-Los Angeles, com- 
peting for a top prize of 
$25,000. 

The tournament format is 
Rochester Draft—players 
draft cards from booster packs 
in a circle, but every player 
gets to see each card as it’s 
drafted. Players play seven 
rounds in two drafts on Friday, 
February 26. The Top 96 
advance to seven more Swiss 
rounds on Saturday, then the 
‘Top 8 survivors face off in 
double elimination on Sunday, 
February 28. 

Side events planned for the 
tournament include the Junior 
Super Series Western Division 
Championship, Urza Block 
Limited tournaments, team 
tourneys, an Extended Quali- 
fier for Pro Tour—-New York, 
“Blast to the Past” matches, 
and tournaments for other 
Wizards of the Coast trading 


card games. 


Top runners clash 

in France, U.S. 

The French Netrunner 
Nationals were held on the 
weekend of October 17 and 
18 at the “Le Monde du Jeu” 
game show. Saturday’s was a 
constructed-deck tournament, 
which drew 36 players. while 
Sunday’s was a sealed-deck 
competition attracting 42 


players. Each day featured six 


Swiss rounds fol- 
lowed by two playoff rounds. 
In total, 43 different people 
attended the tournament from 


all over France and even from 
Switzerland. These numbers 
rivaled a Middle-earth TCG 
tournament being held at the 
same site, and attracted con- 
siderable attention. 

The weekend’s cham- 


pion was Laurent 


Lavenant, who took 
home an armload 
of prizes as well as 
an elaborate trophy 
signed by Richard 
Garfield. Wizards sup- 
plied Netrunner cards as 
prizes and assisted with pro- 
motion of the event. In addi- 
tion, Paris game shops and 
various game and book pub- 
lishers contributed prizes. 
The Northwest U.S. 
Netrunner Regionals took 
place on November 7 and 8 at 
the Wizards of the Coast 
Game Center in Seattle. Sat- 
urday’s tournament was a 
sanctioned Constructed for- 
mat with 18 players, and Sun- 


day’s was a sanctioned Limited 
tournament with 19 in atten- 
dance. In total, 20 different 
people came out—an increase 
of 50 percent over the 1997 
Northwest Regionals. 

In addition to card prizes 
provided by Wizards, each 
day’s competition featured a 
cash payout. Top prize for the 
Constructed event was $100, 
and for the Limited event, 
$120. The Regional Cham- 
wy pion, detemined by 
(qf overall score for the 
4 weekend, was Chris 
Phillips of Vancouver, 
Washington, who took 
home an additional 
$100 prize and a spe- 
cial trophy. Prizes were 
also awarded for the 
“cheesiest” and “coolest” 
constructed decks: a can of 
Easy Cheese and a tub of 
Cool Whip, respectively. 


TSR announces silver 
anniversary winners 
Last year, TSR polled Dun- 
geons & Dragons and 
Advanced Dungeons & 
Dragons fans to find out 
which adventures were the 
most popular over the 
almost 25 years players 
have been enjoying 
y) the games. After tal- 
#7 lying almost 5,000 
ballots, Against the 
Giants, The Keep on the 
Borderlands, White Plume 
Mountain, and Ravenloft rose 
to the top of the list. 

As part of the game’s silver 
(25th) anniversary, TSR will 
re-release these adventures 
next year, either in the “Return 
to” updated format or in their 
original form. And responses 
for other classic adventures 
were so strong that TSR will 
likely continue to release more 
of the top vote-getters in years 
to come. 
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Ron Spencer draws fantasy 
| _ Stuff in a crevasse deep in 
the wind-blown waste of 
central Nebraska. The cards 


he’s illustrated for Magic 
range from Terror to Light- 
ning Dragon, with many 
more—yet never enough— 
in between. ' 


verybody knows that Angelic Chorus—Serra Avatar is a terrific combo, but how 


often can you get a combo with a casting cost of twelve mana into play? This 


month’s “Picks & Tricks’’ all cost two or three mana to bring into play—terrific 


for the Magic player on a mana-curve budget.They’re not flashy, but you’ll be stealing 


creatures, forcing discards, drawing extra cards, and swimming in mana before your 


opponent even gets going. There’s an old military aphorism that the way to win is to 


“get there the firstest with the mostest”—so make the mostest out of these combos. 


Drake comes into play 
ie eal of Gilded Drake for 
zone of Your O { 
vacrifice Gilded Drake: 


Buyer beware, 


Good combo-builders know 
that one way to discover a com- 
bination is to find a card with a 
drawback, then figure out a way 
to get around it. Gilded Drake 
is a 3/3 flyer with one huge 
drawback: you don’t get to keep 
it. Once it comes into play, your 
opponent gets control of the 
Drake, and you get your choice 
of your opponent’s creatures. 
That’s where Unsummon 
proves useful. After you've 
grabbed control of your oppo- 
nent’s tastiest creature, cast 
Unsummon on the Gilded 


®) Drake and it’ll fly right back 


into your hand—and you still 
control your opponent’s crea- 
ture. Better yet, Unsummon is 


an instant, so you can wait until 


your opponent attacks before 
bouncing the Drake. And once 
the Gilded Drake is in your 
hand, you can use it again and 
steal something else. Bonus 
combo: Try casting multiple 
Gilded Drakes, then follow 
with Brand. You keep your 
stolen creatures and get the 
Drakes, too. 


Here’s the flip side to the 
Gilded Drake trick. Instead of 
taking back a creature you do 
want, youre making sure your 
opponent keeps a creature you 
dont want. When you cast 
Sleeper Agent, your opponent 
immediately takes control of it, 
then gets pinged for 2 damage 
during each of his or her 


Wha 
plan Slesper Agene comes into 
Pha, PPOnent gains control 


During your 
Your upkee 
deals 2 damage wo poe Pet Asent 


upkeep phases. But they’ve got 
Sleeper Agent, a 3/3 creature, 
and a wily opponent will beat 
you down with it or use it as a 
chump-blocker just to get rid of 
it. Enter Pacifism. When 
Sleeper Agent can’t attack or 
block, your opponent has far 
fewer ways to make it go away, 
and it’ll likely just sit immobile 
on the sidelines, dealing 2 dam- 
age every turn. That’s what I 
call a “sleeper hold.” 


Another maxim of combo- 
building is that the cards that 
make up the combo should be 
useful—or at least not too deli- 
cate—by themselves. Deck 
technicians started drooling 
when they saw Argothian 
Enchantress, a green creature 
that lets you draw a card when- 
ever you cast an enchantment. 
One of the best companions 
for the Enchantress is also one 
of the cheapest. Crown of 
Flames is a cheap red enchant- 
ment that makes a creature 
pumpable, and it’ll return to 
your hand for only &. When- 
ever your hand is feeling light, 
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just spend @ to return 
the Crown to your hand, then 
spend another @ to cast it. 
Ka-ching! There’s another card 
in your hand. It’s as easy as 
lather-rinse-repeat. And the 
cards do just fine on their own: 
the Enchantress is durable 
because it can't be targeted 
by spells or abilities, and 
the Crown can give a 
creature that extra oomph 
to push past a blocker or 
deter an attacker. One 
caveat: because you can’t 
target the Enchantress, 
you'll need to give the Crown 
to another creature. 


Your opponents play combos, 
too, and breaking them up 

can be just as important as 
casting your own combos. 
Here’s a way to do both at 
once—a combo that breaks up 
combos. Duress is a sorcery 
that lets you reach into your 
opponent’s hand 

and force a discard 
of any noncreature, 
nonland card—the 
perfect way to break 
up an impending 
combo play. But how 
do you know that your 
opponent’s combo is in 
the on-deck circle? Use 
Telepathy, forcing your 
opponent to play with 
hand revealed. Saving 
your discard effects for 
the critical moment is 
smart Magic play, and 
Telepathy works like 
radar, giving you early 
warning that a combo is 
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coming in for a landing. You 
see the combo, you get rid of 


- the combo. Not bad for just 


two mana. 


A close cousin to 
Douse-Sleight of Mind from 
last month’s “Picks & Tricks,” 
hacking apart your Carpet of 
Flowers can blossom into a 
lot of main-phase mana for 
you. Carpet of Flowers earns 
you one mana for every island 
your opponent controls. This 
is great against blue decks, but 
why stop there? Magical 


Spence! 


Hack lets you “edit” a card 
and replace one basic land 
type with another. Once you 
see what land your opponent 
is using, hack your own Car- 
pet and replace “islands” with 
another land type. It’s almost 
like sideboarding, but you 
don’t have to wait until the 


fits: you get to pick what 
color mana you want 
(useful for multicolor 
decks), and you gain up 
to X mana, so you don't 
have to worry about 
mana burn if you can’t 
spend it all. If you're 


duel is over. Some side bene- 


packing multiple hack- 
able Carpets, even 
opponents with multi- 

~ color decks aren't safe from 
this Magic carpet ride. 


What “Picks & Tricks” 
would be complete without a 
little graveyard recursion? 
The Urza’s Saga card set gave 
black decks a boost with 
Carrion Beetles, a 1/1 crea- 
ture that can “eat” (remove 
from game) up to three crea- 
tures from your opponent’s 
graveyard. Many of the best 


graveyard-recursion 
cards have the drawback of 
working for both players— 
you get to pull creatures out 
of your graveyard, but your 
opponent does, too. But if 
you've fed your beetles before 
casting the recursion spell, 
you can tilt the scales in your 
favor. Exhume, for example, 
lets you and your opponent 
each bring a creature back 
from the dead. But your 
opponent is out of luck if 
your beetles eat his or her 
graveyard creatures first. And 
when youre looking to 
upgrade to a more expensive 
combo, give those beetles a 
meal right before casting 
Living Death—it’s Beetle- 
mania! 


“Picks &&F Tricks” was written by 
Dave Noonan, with contribu- 
tions from Mike Mikaelian. 
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When the Brotherhood of Gix dug out 
the cave of Kotlos they found their 
master’s severed hand. They enshrined 
it, hoping that one day it would point 
f) the way to Phyrexia. 


you gain life. 


for life. 
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1), Sacrifice a permanent: Gain 1 life. 


be the first player to untap. 
Creatures about to die in vain during combat or those targeted with deadly 
spells or effects can net you one final benefit if you have Claws in play (and some 


Claws of Gix 


@ ost players (if they started playing Magic 
before Ice Age) take one look at Claws of 
Gix and say, “Hey, a ‘fixed’ Zuran Orb,” 
because its ability to sacrifice permanents 
| for life closely mirrors the Orb’s ability to 
satthice land for life. 

Actually, Zuran Orb only accounts for half the 
idea that sparked designer Henry Stern to create 
Claws of Gix. You see, when R&D was designing 
Urza’s Saga, Tempest had just brought buyback and 
Capsize to the tournament scene. Capsize proved 
to be so strong, Henry wanted to design a card that 
could counter its effect. 

A longtime fan of Zuran Orb, Henry realized he 
could use the Orb’s effect to counter Capsize, since 
Capsize will fizzle if its target is gone before the 


spell resolves; and if Capsize fizzles the buyback fails. So a Zuran Orb that you 
could use on any permanent was the perfect foil for Capsize. 

Although not quite as powerful as Zuran Orb—you only gain 1 life and you 
have to pay 1 to activate it—Claws of Gix is much more versatile. You can use 
it to get rid of any permanent you no longer need (or ones that are hurting you). 
For example, sacrifice Necropotence to the Claws to get your draw phase back 
while regaining some life. You can also sacrifice Stasis when you can no longer 
pay the upkeep cost. Plus, if you sacrifice Stasis on your opponent’s turn, you'll 


available mana). Or, if your opponent tries to steal one of your permanents (with 
Confiscate or Dominating Licid, for example), you can sacrifice the card to keep 
your opponent from gaining control of it. Not only will your opponent fail to 
steal your permanent, he or she will have wasted resources and lost a card while 


On the flip side, if you have a reusable card-stealer like Magus of the Unseen, 
you can steal your opponent's cards and sacrifice them one by one. Another fun 
trick is to use Claws of Gix with cards that return from the graveyard like “per- 
petual” enchantments. Whenever you have some excess mana, you can sacrifice 
your Brilliant Halo for 1 life, recast it, sac it for another life, and recast it until 
you're out of mana. This trick works even better with creatures and Lifeline 
because you don’t have to recast the creatures. 

Of course, once you start talking about the graveyard, you can’t forget about 
Corpse Dance. With Claws of Gix, every creature in your deck becomes a 
mini-Bottle Gnomes. No longer are you limited to using creatures that can sac- 
rifice themselves with Corpse Dance. You can pick and choose from the best 
creatures in the game because Claws of Gix enables you to sacrifice them so they 
won't get removed from the game at the end of the turn. 

While Armageddon—Claws of Gix will nev er be as powerful as Armageddon— 
Zuran Orb, Claws is so versatile that it may only be a matter of time before 
some player finds the perfect deck to abuse the power of sacrificing permanents 
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Ever wanted to challenge yourself to a Magic duel? 
Here’s how! All you need is a deck (either a deck you 
use all the time or a sealed deck), the rules below, and 
a slightly different way of approaching the game. Soli- 
taire Magic won’t improve your timing skills or the 
menacing glare that intimidates opponents. It will, 
however, improve your card memory skills, including 
your ability to estimate how likely you are to draw a 
card based on how many cards you’ve seen. 


Setting Up the Table 

Take your deck, shuffle, and deal out 
seven traditional solitaire stacks—the 
first has one card, the second two, and 
so on. As long as a stack contains any 
cards, the top one is always turned face 
up. The remaining cards are your deck. 
You start with no hand and an empty 
graveyard. There are no life totals, so 
don't worry about that. The goal of the 
game is to eliminate all the cards in 
these seven stacks before cycling 
through your deck three times. 


Mandatory Plays 

Lands must be moved up above the 
stacks, where the aces would go in stan- 
dard solitaire. Each different land type 
is placed in its own pile. If more than 
one copy of a card is ever face up or in 
your hand, move it to a stack with that 
card on top. In other words, if two 
stacks both have Hurloon Minotaurs on 
top, you must move one Minotaur on 
top of the other one. 


The Seven Stacks 

(And How to Get Rid of Them) 

The cards on top of each stack have 
many uses. If the card is a permanent, 
it’s considered in play, unless it’s a local 
enchantment. If there’s more than one 
card face up on a stack (which could 
happen if you've drawn multiple copies 
of a card), all those cards are in play. For 
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is the Loneliest Nu 


@ Michael Mikaelian 


e 


the purposes of 
card text, you 
don’t control 
any of these 
cards. How- 
ever, you may 
play these cards 
by paying their 
costs as 
described below. 

A card on top of a stack may be tar- 
geted as if it were in play, in a player’s 
hand, or even as if it were being cast. 
For example, ther Flash is on top of a 
stack, and you'd like to get rid of it. You 
could play Disenchant, Power Sink, or 
Duress—from your hand or from 
another stack. Because those cards 
could target A.ther Flash either in play, 
while being cast, or in hand, you could 
use any of them to remove it from that 
stack. 

Creatures on the stacks can also be 
destroyed in combat. In Solitaire 
Magic, attacks are declared against a 
stack, not a player. The Magic creature- 
combat rules apply. Your creature is 
considered to be attacking, and all the 
creatures in the pile are considered to be 
blocking. Since there are no turns, crea- 
tures do not suffer from summoning 
sickness. Remember, this will usually 
just be one creature—unless you're fac- 
ing a stack of identical creatures like the 
Hurloon Minotaurs above. 


Sacrifice Your Lands 


Instead of playing lands and tapping 
them for mana, you sacrifice lands to 
generate mana (and the sacrificed lands 
go from the top row to the graveyard). 
In order to play a card or an ability, you 
must sacrifice a land that produces at 
least one colored mana of the card 
you're playing. All other costs are 
ignored. If a source provides more than 
one mana, the extra is lost. For instance, 
sacrificing a swamp to play Dark Ritual 
will only allow you to play one spell or 
ability requiring at least @. If a spell or 
ability has % in its cost, X is 1, plus 1 
for each additional land you sacrifice or 
mana source you play. 


Three Trips through the Library 
As in normal Magic, you draw cards 
from your library. But in Solitaire, you 
draw three at a time and look only at 
the top one. Also, you don’t lose the 
first time you've drawn all your cards. 
Instead, you can go through the deck 
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three times before you lose. Place the 
cards you've gone through into a discard 
pile. When your library is empty, the 
discard pile becomes the library (unless 
you've gone through the library three 
times already). 

Library-searching effects can still be 
played. Harrow, for example, would 
allow you to search your library for two 
basic lands and put them into play. In 
this case, the lands would go directly 
into the appropriate land stacks above 
the seven stacks. 


One Permanent at a Time 

You can never control more than one 
permanent, except for local enchant- 
ments. Play that permanent below your 
seven stacks. Whenever you use a per- 
manent’s ability—or attack with it if it’s 
a creature—you sacrifice it when the 
action is completed. You may use abili- 
ties that play as fast effects multiple 
times before sacrificing the permanent, 
such as Knight of Dusk’s “#@: Destroy 
target creature blocking Knight of 
Dusk.” You can play a local enchant- 
ment on that permanent (or several 
enchantments), and any enchantments 
get sacrificed when the creature does. 


Your Hand-—A Precious Resource 


Of the three cards you draw at one time, 
only the top card is revealed, and that 


card is considered your hand. If your 
hand matches a card on top of a stack, it 
must be moved to that stack. 

If you have to discard your hand (if 
you play Apocalypse, for example), place 
the top card from your hand in the dis- 
card pile. If an effect directs you to 
draw, take the top card from your library 
and make it the top card of your hand. 
Effects that return cards to your hand 
put those cards on top of your hand in 
any order you choose. Capsize, for 
instance, can move a permanent from 
the top of a pile to the top of your hand. 
Evacuation, likewise, would put all face- 
up creatures—plus your permanent if 
it’s a creature—on top of your hand in 
any order you choose. 


Aim for the Graveyard 

This works the same as the Magic 
graveyard. All destroyed cards are placed 
in the graveyard, including lands sacri- 
ficed to pay for spells and abilities. 
Remember, your goal is to eliminate the 
seven stacks, so you want to put a lot of 
cards in the graveyard. 


The Rest of the Rules 

Because there are no turns, anything that 
happens at the beginning or end of any 
phase is ignored. Abilities that are 
played during a phase can be used at any 
time. As always, once you use an ability, 


the permanent is sacrificed. Since there 
are no life totals, damage is of no conse- 
quence to you, though it still gets rid of 
creatures. If an ability requires you to pay 
life, you must discard a card from your 


library for each life you wish to pay. 


Some Helpful Hints 

° Try to clear stacks away early. If there 
are two copies of the same card on top 
of a stack, move the one on the shorter 
stack to the other copy. This will help 
you eliminate a stack and reduce the 
chance of a card in your hand matching 
a card on a stack. 

* Avoid using cards from your hand. 
The more cards you use from your 
hand, the less mana you'll have available 
to play the cards you're trying to elimi- 
nate. Remember that you can play face- 
up cards as if they were in your hand. 

* Before drawing cards, try to eliminate 
as many cards and stacks as possible 
using the resources already on the table. 
Remember, only three trips through the 
library! 

* Be careful when playing a permanent. 
You need to have a way to get rid of it, 
unless you want to control it and noth- 
ing else for the remainder of the game. 
* Not sure about how a card works in 
Solitaire? Make your own ruling—it’s 
Solitaire, after all, Who's going to argue 
with you? 


THE DUELIST FEBRUARY 1999 25 


26 


A White Weenie deck from Kent I 


hordes,” he says, noting that pump knights, Black 
Knights, and Wildfire Emissaries are a 5 
lem for the deck. This month, R&D 
Catino and William Jockusch scrub 
deck of its lethargy. Charlie focuses on gett 
deck rehabilitated for Standard play, while 


focuses on the Extended game. 


If you’d like us to consic 


<duelist@wizards.com>. 


CHARLIE 


ent submitted a pretty 
good attempt at an 
Extended version of 
the classic White Wee- 
nie deck, asking us to 
improve it against black 
hordes and red/green decks, 
and also to make it into a 
Standard deck. His deck 
wins a prize as the first-ever 
Deck Clinic submission that 
didn’t compel me to add 
lands to it. His award is 
a little tarnished, however, | 
because I actually did 
increase the deck’s mana 
ratio (from 20 mana sources 
in 63 cards to 20 sources in 
only 60 cards). 

Meeting the New Stan- 
dard. In order to be able to 
play this deck in Standard, 
Kent is going to have to give 
up a lot of good cards. Savan- 
nah Lions, Order of Leitbur, 
White Knight, Empyrial 
Armor, and Balance are really 
good cards for a White Wee- 
nie deck; they would defi- 
nitely stay in this deck if they 
were available in Standard. In 
fact, I would have put four 
Savannah Lions in Kent’s 
original deck, not just one. 
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Massachusetts staggers into our F 


up to cure Ke 


Kent also had a few other 
cards that are no longer in 
the Standard environment: 
Zuran Orb, Serra Angel, and 
Swords to Plowshares. I had 
to remove these cards to 
make this deck legal for 
Standard, but I would 


WHITE (42) 
| Armageddon 
2 Aura of Silence 


2 Congregate 

2 Disenchant 

4 Empyrial Armor 
2 Longbow Archer 
2 Order of Leitbur 
4 Paladin en-Vec 

| Savannah Lions 

2 Serra Angel 

2 Soltari Emissary 
3 Soltari Priest 

3 Soul Warden 


3 Warrior en-Kor 
‘3 White Knight 


have taken them out anyway 


(for reasons I'll explain later). 


Play to Your Strengths. 
There were many small 
problems with Kent’s deck. 
One of these problems was 
that it had too much life- 
gaining. The whole idea 
behind weenie decks is to 
play cheap creatures—lots of 
them—and overwhelm your 
opponent as fast as you can. 
Zuran Orb and Congregate, 
while being quality cards, do 
not help you achieve this; 
therefore I removed them. 
Soul Wardens, on the other 
hand, come out quickly and 
have the added bonus of giv- 
ing you a decent amount of 
life, which helps you handle 
other weenie decks. So all 
three of them stay. 

Danger: Curves Ahead. 
Another minor problem with 
the submitted deck was that 
its mana curve was a little 


high for a weenie deck. What 


I mean by this is that weenie 


) decks should have ,a high 


ARTIFACTS (1) 
1 Zuran Orb 


LANDS (20) 
2 Drifting Meadow 
15 Plains 


3 Wasteland 


percentage of cards that are 
playable on turns one, two, 
and three. You also want to 
be able to play more than one 
creature on turns three and 
four. Most of the creatures in 
Kent’s deck cost two or three 
mana, and some creatures 
cost as much as five. In order 
to even this out, I took out 
some of Kent’s more expen- 
sive creatures (ones costing 
three to five mana) and put in 
more creatures that cost one 
mana. 

A related problem with the 
deck was that it just didn’t 
have enough creatures. He 
had 24 creatures in 63 cards; 
but this was very easy to 
solve—I just added four crea- 
tures and cut two noncreature 
cards. 

The deck had another 
speed problem: its attempt to 
use the cycling lands. These 
lands are generally very use- 
ful, but they don’t fit well into 
weenie decks. Because they 
come into play tapped, your 
deck slows down. White 
Weenie wins because of its 

peed, and anything that 
makes you sacrifice speed had 
better bring you a lot of ben- 
efits. The cycling ability of 
the lands just doesn’t make 
up for the fact that you'll wait 
an extra turn to get that 
mana. 

“We Can Rebuild Him.” 
Now we have to decide 


which cards to use to fill out 


the deck. We have already 
agreed to add some more 
creatures (mainly creatures 


with a casting cost of one 


mana). I immediately gravi- 
tated to creatures with 
shadow. Because they are so 
hard to block, they can be a 
real threat to your opponent. 
In addition, some of them 
have protection from red or 


black, making them very 


hard to kill and even more of 


a threat. 
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I also added some creatures with 
good abilities, like Infantry Vet- 
eran, Master Decoy, Shield Mate, 
and Soltari Visionary. As I added 
more and cheaper creatures, Cru- 
sade kept looking better and bet- 
ter—so I added four of them. 
Also, Cursed Scrolls are a very 
good addition to the deck. How- 
ever, since they require a lot of 
mana to use, you never want to 
draw more than one of them dur- 
ing a game. This is why I added 
only two to the deck. I also added 
one of the never-ending enchant- 
ments from the Urza’s Saga expan- 
sion: Brilliant Halo. Since you will 
be playing a lot of creatures, one 
enchant creature will work fine in 
the deck. I included one 
Remedy to help you deal with 
mass-damage effects like Earth- 
quake. 

Lastly, we consider the tough 
choice of the last few cards to 
put into the deck. White Wee- 
nie always includes a few cards 
that help it win in the midgame. 
Kent had one Armageddon and 
one Cataclysm. These were 
smart choices for his deck, as he 
had a good number of artifacts 
and enchantments to make the 
Cataclysm work even better. 
However, since the rebuilt deck 
has only two artifacts and five 
enchantments, Armageddon 
looks like the better choice to 
help turn the early advantage 
into a confirmed win. 

This deck is actually a con- 
tender against most deck types, 
and it only has minor weaknesses. 
This is why the sideboard is so 
spread out and contains many dif- 
ferent types of cards. 

Kent’s deck was a pretty good 
version of White Weenie, but 
with these changes I think we 
have made Kent’s deck faster, 
more deadly, and more consistent. 
Also, when the Urza’s Legacy 
expansion comes out, we will be 
able to improve this deck even 
more. When you get your hands 
on Legacy, just remember that 
Mommy knows best (hint, hint). 


WILLIAM 
Ment wrote that his deck did 
|), 7 not have enough speed, so I. 
|‘, cut out slower cards such as 
|) Empyrial Armor, Paladin 
| WA en-Vec, and Serra Angel. 
Zuran Orb and Congregate were 
also removed because this deck 
should not use any purely defen- 
sive cards—it’s an aggressive deck. 
Warrior en-Kor was removed 
because better alternatives are 
available at the same cost, and 
Balance was also removed because 
it is banned in Extended. This 
allowed me to put in 11 one-mana ff 
creatures (Savannah Lions, Vigi- 
lant Martyrs, Icatian Javelineers, 
and a Soul Warden) as well as 
three Crusades. 

The Tithe That Binds. I also © 
changed the mana mix somewha 
by reducing the number of land 
cards but putting in four Tithes. 
Tithe serves a triple purpose here: 
(1) it often lets you get two lands 
for one card; (2) it lets you get 
blue mana for your sideboard 
cards if you need it (because Tun- 
dra counts as a plains as well as an 
island); (3) it thins the lands out 
of your library so that you won't 


lavelineers 
Leitbur 


draw them late in the game. 
Tuning the Sideboard. No 
tournament deck is complete 


ARTIFACTS 
2 Cursed Scro! 


LANDS (19 
17 Plains 


without a sideboard, of course, 
and this one is designed to deal 
with a few specific deck types. 
Against other weenie decks, mania 
denial is less valuable, so Kent 
should take out Armageddon and 
Winter Orb and put in Cursed 
Scroll. The Abeyances are for 
dealing with counterspelling 

decks, decks that need to play 
Wrath of God on turn four to 
win, and Prosperity-Cadaver- 
ous Bloom decks. The Sleights * 
are for handling black decks, 
which are likely to include 

Gloom, Dread of Night, and/or 
Bad Moon. Lastly, the side- 
board has Douse to use against: 
red decks, and some extra 

enchantment destruction in 


| Absolute Grace 
| Worship 


case Kent runs into a deck with 
a lot of enchantments. 
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Are the planeDominaria a 

Dominia one and the same? Are 
they related at all? How many 
different planes exist? 

Dominia is a multiverse, an infinite 
set of planes that are tenuously linked. 
Dominaria, one of the planes in Dominia, 
is where most of the action we've been seeing \ 
takes place. Some of the other planes we've 
explored are Ulgrotha in Homelands; Rath in Tem- 
pest, Stronghold, and Exodus; and Serra’s realm and 
Phyrexia in Urza’s Saga. Dominaria is closely 
linked to roughly a dozen other planes, together 
known as the Shard, which had been severed from 
the rest of the planes for nearly 3,000 years during 
Fallen Empires, The Dark, and Ice Age. 


What is the difference between a planeswalker 
and a wizard? Is it possible for a normal wizard 
such as Ertai to become a planeswalker? 
Basically, the difference between a planeswalker 
and a wizard is the same as the difference 
between the noonday sun and a 60-watt light- 
bulb. Planeswalkers have an exponentially greater 
affinity for magic than wizards do, without being 
defined by the magic they use, as wizards are. 
Urza, for example, is primarily an artificer, so he 
doesn’t cast spells as often as Barrin and Ertai do, 
but he can and does cast spells when the situation 
calls for it. It is not possible for ordinary wizards 
to become planeswalkers; one must be born with 
the “planeswalker spark.” But no one realizes his 
or her planeswalking potential until the day the 
spark flares, usually under stressful circumstances. 
Planeswalkers are nigh-immortal. Wizards, while 
longer-lived than the rest of humanity, can expect 
only a few centuries of life. 


| noticed that Urza was on one of the Exodus 
cards, but if the events of the Antiquities 
expansion take place roughly 4,200 yea 
ago, and the events of the Weather- 
light expansion take place in more 
recent years, how old is Urza and & 
how has he survived so long? Why 
does Urzatook like he’s getting younger? 
Back during Antiquities, Urza was not a 
planeswalker, but an artificer in his 60s. 
As a planeswalker, he gained the ability to 
alter his appearance and so he appears— ° 
thousands of years later—as a much 
younger man. 


Could a wizard defeat a planeswalker in 
battle? 
Planeswalkers, in general, are 
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Daneen McDermott 
and Scott McGough 


much more powerful than wizards. One-on- 
one, a wizard has little chance of defeating a 
planeswalker, but with enough help, military 
force, and/or other resources, it is certainly 
possible (say, by just sneaking up on a soundly 
slumbering Urza). 


What exactly is a task mage? 

Task mages are hired guns, mages-for-hire. Often 
less-experienced wizards, they are hired to do a 
specific task. Task mages owe no allegiance to any 
specific family, king, or guild. 


Gallowbraid and Morinfen—are they demons or 
gargoyles? What is their purpose, and if they are 
true brothers, what demon spawned them? 
Gallowbraid and Morinfen are not demons; they 
are Phyrexian agents. Born and bred together, 
they are brothers in concept, much like Gerrard 


and Vuel. 


What's the story about the Mightstone and the 
Weakstone? Can you give a brief overview of their 
histories? 

They are two halves of a single powerstone—the 
only recorded instance of a broken powerstone 


retaining any power. For more details, see Jeff 
Grubb’s novel, The Brothers’ War. 


What’s the deal with Ihsan? The text on the 
Serra Paladin card says he wishes to become a 
paladin again, but the Ihsan’s Shade card says 

he betrayed the paladins. 

Check the Homelands expansion and the Home- 
lands comic book for the full story. Ihsan was a 
valued member of a quasi-military order dedi- 
cated to ending the threat of the powerful vam- 


cloud his oath to defend his people, and 

g foolishly offered himself as a willing 
convert to the Baron’s vampiric 

horde. He intended to use his 

newly acquired dark powers 
against the Baron. Amused, 
Baron Sengir correctly 
guessed Ihsan’s motivation and, instead of 
converting him into a vampire, Sengir 


as a shade—a powerful spirit com- 
pletely subservient to the Baron’s 
_ totemic ring. The hapless Ihsan 
thus became the Baron’s unwilling but 
reliable enforcer—and a disgraced 
outcast from the order of 
paladins to which he had 
dedicated his life. 
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pire, Baron Sengir. Ihsan let his hunger for glory’ 


killed Ihsan outright and brought him back 


Join the forces of good and evil as they battle to possess the Crystal! 


Fantasy of the Crystal Chess det 


Remarkably detailed pewter sculptures; chessboard included at no extra charge! 


iscover the magic world of the extraordinary level of detail. A Crystal Chess Set comes with an 
Fantasy of the Crystal! Aworld sparkling, multi-faceted cut crystal exciting booklet describing the 
of mystical characters—all battling adorns each playing piece. The ele- characters and their battle for mas- 
to capture the power of the Crystal gant hardwood chessboard contains a tery of the Crystal. Each piece is 
and make it their own! convenient storage compartment, attractively priced at just $19.95 


and is included at no extra charge. (plus any applicable sales tax and 
$2.95 shipping and handling). You 
will receive playing pieces at the 
rate of two every other month. You 
need pay for only one piece per 
month. Your satisfaction is guaran- 
teed. Return your Reservation 
Application today! 


Exquisitely crafted. 
Whether you join Melda, the Witch Superb value. 


Queen...or side with wizards and Created exclusively for the 
warlocks, this exquisite chess set will Danbury Mint, the Fantasy of the 
keep you spellbound. 


Each piece is crafted of lustrous, 
antiqued pewter and features an 


Chessboard shown 
much smaller than 
actual size of 

18h) x 164" x3", 


We Gah, Wed 


» the Warrior 
(King) 


© MBI 

Melda RESERVATION APPLICATION ‘ 
the Witch i; The Danbury Mint Send no 
(Queen) 47 Richards Avenue money now. 


Norwalk, CT 06857 


Fantasy oi the Crystal Chess set | 


1 
1 Yes! Please accept my reservation for the Fantasy of the 
1 Crystal Chess Set, as described in this announcement. 


| 
i] 
1 
1 
1 
J 
1 
i] 


Castle 
of Hope | 
(Rook) 


Please Print Clearly 


Address: eee — 


State: Zip: 


_) Signature: eek. 
: Orders subject to acceptance 


Allow 2 to 4 weeks after payment for initial shipment. LOOLEDUL 


(compiled 
GENERAL RULES 
Continuous Replacement Abilities 
A handful of cards, such as Contamina- 
tion, Furnace of Rath, Hall of Gem- 
stone, Serra Avatar (with its errata), 
Sulfuric Vapors, and Yawgmoth’s Will, 
generate “continuous replacement abili- 
ties.” Unlike most replacement abilities 
in the Fifth Edition set, these abilities 
aren't played in a series before the event 
they modify. Instead, they apply contin- 
uously and modify events as they occur. 
This means they can affect mana 
sources and cost payments. For exam- 
ple, if you play Dark Ritual after Yawg- 
moth’s Will resolves, Dark Ritual will 
be removed from the game instead of 
going to your graveyard. Also, Serra 
Avatar is reshuffled into its owner’s 
library even when sacrificed as a cost. 

If two or more continuous replace- 
ment effects try to modify the same 
event, the active player chooses the 
order in which to apply the contin- 
uous replacement abilities he 
or she controls, then 
each nonactive 
player does the 


same. 


ya 
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Choosing Cards to Put into Play 
Show and Tell allows each player to put 
a card into play simultaneously, but how 
exactly to-do this raises questions. The 
general rule for any card that instructs 
all players to do something is that the 
active player announces his or her 
choice first. Then each opponent in 
table order announces his or 
her choice, knowing what each earlier 
player chose. The action itself happens 
simultaneously—in this case, each 
player puts the chosen card into play. 
Some cards require decisions when 
playing them, such as choosing a tar- 
get for Clone, the amount of life paid 
for Minion of the Wastes, or the 
characteristics for Primal Clay. These 
decisions are made as part of the 


action of putting the card into play 
with Show and Tell. All the players 
will know what’s coming into play 
before they have to decide. If several 
players have to make choices, the 
active player announces first. Note, 
however, that since cards are entering 
play simultaneously, spells (such as 
Clone) that target a permanent in 
play can’t target the card an opponent 
is putting into play. 


ERRATA 
Transmogrifying Licid’s second ability 
should read “and is an artifact creature” 


rather than “and counts as an artifact.” 


mt: 
Ai 


. ORACLE 
UPDATES 
(for cards in the Standard 
environment) 
Angelic Protector: 
Change “is” to “becomes.” 
Bottomless Vault: In the note, 
change “if you decline to untap it” to 
“Gf it is tapped when you play the untap 
phase ability and you decline to untap this 

Cannibalize: Change the first sen- 
tence to “Choose a player and two tar- 
get creatures controlled by that player.” 

Coercion: The Visions version should 
read the same as the Tempest version: 
“Look at target opponent’s hand and 
choose one of those cards. That player 
discards that card.” 

Cursed Scroll: Change “target oppo- 
nent” to “an opponent.” 

Dance of Many: Change 

\ the second ability to “When 


you play Dance of Many, 


When Dance of Many 
comes into play, put a token 


a copy of that summon card. If 
either Dance of Many or the token 
creature leaves play, bury the other.” 

Dance of the Dead: Insert a line 


break after the second sentence. 


Dream Cache: Change “Choose” 


to “Then, choose.” 


choose target summon card. 


creature into play and treat it as 


RON SPENCER 


POCTOTSOSESSSOESESEOHSSEOESSERLESESESEORE 


Echo Chamber: Change to “4, @: An 
opponent chooses target creature card or 
creature token he or she controls. Put a token 

iF & creature into play and treat it as a copy of that 

card or token. The token creature is unaffected 
by summoning sickness this turn. At end of turn, 
remove the token creature from the game. Play this ability as a sorcery.” 

Heartstone: Change “generic mana cost” to “total mana cost.” 

Interdict: Change “Abilities” to “Activated abilities.” 

Intuition: Change “target opponent” to “an opponent.” 

Jinxed Idol: Delete “permanently.” 

Licids (all): Change “loses this ability” to “loses all abilities.” 

Living Artifact: Change the last sentence of the note to “Remember 
that switching Living Artifact to a different target does not add or 
remove counters.” 

Mogg Assassin: Change “If” to “Then, if.” 

Necropotence: Change “library from the game” to “library from the 
game face down.” Delete the note that begins “Note that because 
candswid.” 

Oath of Druids: Change “into play” to “into play under his or her 
control.” 

Oath of Ghouls: Change “return a creature card” to “return target 
creature card.” 

Oath of Lieges: Change “into play” to “into play under his or her 


control.” 

Phyrexian Grimoire: Change to “4, @: An opponent chooses a card 
from the top two target cards in your graveyard. Remove that card 
from the game and put the other into your hand.” 

Spinal Graft: Change “is” to “becomes.” 

Starke of Rath: Delete “permanently.” 

Tahngarth’s Rage: Change “If” to “As long as.” 

Unstable Shapeshifter: Change to “Whenever any creature card or 
creature token comes into play, Unstable Shapeshifter becomes a copy 
of that card or token and gains this ability.” 

Verdant Force: Change the note to “Each player plays the upkeep 
ability. during his or her own turn, but Verdant Force’s controller still 
controls the ability and therefore controls the Saproling token put 
into play.” 

Volrath’s Shapeshifter: Change to "As long as the top card of your 
graveyard is a creature card, Volrath’s Shapeshifter is a copy of that 
card with this ability and the ability ‘2: Choose and discard a card’ 
added to it. Any undefined characteristics are not copied. 

2: Choose and discard a card." 


There's no replacement for BethMo, continuous or otherwise. 


YOU IAVE 


TPE GAME 


Now with Player’s Guide 
and Price Guide! 
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‘some of the other __ 


What would you do to win the match? Sometimes operating on the edge of 
deception pays off in spades. In this month’s “Key Plays,” we'll look at two 
examples of how unexpected behavior can, if executed convincingly, win 
you the game—and also how important tt 1s to expect the unexpected. 


his issue’s first key play is notable 
for two reasons: the coolness of 
the play itself and the level of the 
players involved. It’s not every 
day you get to see two veteran 
Pro Tour players engrossed in a 
duel using Unglued cards. But that was 
exactly the case in a side tournament at 
last August’s World Championships. 
Gary Wise had Steve O’Mahoney- 
Schwartz down to just 2 life. Wise’s red 
deck had come out blazing, but on the 
brink of victory, he was stopped cold by a 
single card: Charm School. This 
enchantment makes its owner immune 
to all damage from one color, with one 
small catch—it must be kept balanced 
on its controller's head. This is harder 
than it sounds, but the composed 
O’Mahoney-Schwartz was up to the 
task. Turn after turn went by, and the 
card remained atop his head. Wise’s 
offense ballooned, and he eventually 
hatched an army of three Chicken Eggs! 
Still he couldn't get through for those 
last 2 damage, and O’Mahoney- 
Schwartz started to come back. 
Down dropped Wise’s life total, and 
he could do little other than draw, mut- 


ter, and stare angrily at Charm School 
carefully balanced on O’Mahoney- 


“RED (8) 


Here’s 
4 Jackal Pup 


i 


Extended-format _ 4 Lightning Bolt 
winners. For more WHITE (24) 
top deck tech anda i Araseddon 
full PT-Rome report, % Paladin en-Vec 
one PES: 4 Savannah Lions 


2 Soltari Priest 
4 White Knight 


Brian Weissman 


Schwartz’s head. Finally, down to 1 life, 
Wise drew what would be his last card. 
He looked at it for a second, while _ 
onlookers stared in rapt silence. Under 
his breath, Wise whispered something 
about “I can’t believe I’m losing to that 
card,” and a smile slowly appeared on 
O’Mahoney-Schwartz’s serious face. 
And then suddenly, in a blur, Wise 
threw down his hand, let out a blood- 
curdling scream, and dove at his oppo- 
nent! The shock might have caused a 
lesser man to faint, but O’Mahoney- 
Schwartz only flinched for an instant. 
And high on his head, Charm School 
shivered. Then it shifted some more. 
And then, amid the cheers of the crowd, 
it fluttered to the table, useless. Wise 
attacked with the Chickens for 12 dam- 
age, and the game was over. (And I can’t 
believe I just wrote that last sentence.) 
With apologies to Unglued fans out 
there, Pll return to serious stuff for my 
second key play. This play transpired at 
Pro Tour—Paris back in 1997, and it was 
so amazing I’ve been wanting to tell peo- 
ple about it ever since. How do you kill 
three birds with one stone? Dennis 
Bentley, 1996 U.S. National Champion, 
did it in style. 


Down by one game and on the ropes 


4 Plateau 
4 Wasteland 


SIDEBOARD 
| Disenchant 
2 Karma 

2 Pyroblast 
2 Red Elemental Blast 
2 Serrated Arrows 

I Suleiman’s Legacy 

I Swords to Plowshares 
4 Warmth 


4 Duress 


2 Swords to Plowshares 


in his second-day match, Bentley found 
himself at 4 life and facing not one, not 
two, but three active Frenetic Efreets. All 
he had in play was Zhalfirin Crusader, 
and with his opponent at 12 life, things 
looked dim. 

During his opponent’s next attack 
phase, Bentley smiled, threw up his 
hands in desperation and declared, “Oh 
well, ’'m dead anyway. I'll Incinerate my 
Zhalfirin Crusader for the fun of it.” 

Thinking that Bentley was giving up, 
his opponent smiled and said “Okay, 
good game.” But then, making sure that 
the Incinerate had resolved, Bentley 
tapped lands for six mana and redirected 
1 point of Incinerate damage to each of 
the attacking Efreets. 

Since this took place during damage 
prevention, his opponent had missed 
the chance to phase out his creatures, 
so all three of them died! Still at 4 life, 
Bentley went back on the offensive and 
won the game. 


Brian Weissman’s name can be rearranged 
to spell both ‘new brain amiss” and ‘a miser 
nabs win.” Coincidence? 


2. Yawgmoth’s 

4 Drain Life 

1 SengirVampire 
4 Knight of Stromgald 
4 Hymn to Tourach 


4 Bottle Gnomes 

2 Dread of Night 

2 Meltdown 

2 Perish 

4 Pyroblast 

I Spinning Darkness 


3 Demonic Consultation 
3 Contagion 
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A Classic Rule You 
Al ready Know @ Mark Rosewater 


ast issue I talked about the rules 
changes in the Classic (Sixth Edi- 
tion) card set. This issue I thought 
I'd begin by discussing the first 


Classic rules change—one that we 
announced in the Urza’s Saga 
expansion: the new rules for trample. So 
how does the change in trample in the 
Urza’s Saga expansion have anything to 
do with the Classic card set? 

In 1997, Magic: The Gathering— 
Portal was presented as an introductory 
product that would allow players unfa- 
miliar with the Magic trading card game 
to learn the basics without being over- 
whelmed by its complexity. Many play- 
ers learned Portal and went on to buy 
the Fifth Edition card set. But for many 
Portal players, the step up to Fifth Edi- 
tion proved too daunting. 

To understand why, one simply needs 
to look at how many concepts a Portal 
player moving to Fifth Edition must 
learn. Whole new categories of cards— 
instants, interrupts, artifacts, and 
enchantments—dontt exist in the Portal 
game, nor do the upkeep and discard 


phases. A new Fifth Edition player also , 


must tackle the timing rules neces- 
sary to understand instants and » 
interrupts, the concept of the aa 
mana pool, protection, regener- -: 
ation, first strike, landhome, 
banding, sacrifice as a cost, 
mana-activated abilities, 
upkeep effects, remove-from- 
game effects, damage 
prevention, and, of course, 
trample. 


Controlling the 
learning curve * 


he answer to 
the wae aK 
players’ con- 


fusion seemed sim- 
ple. Since the basic 
game was always 
intended to serve the 
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beginning player, we could remove a few 
of the more-complicated concepts and 
save them for the expert expansions. 
This would allow us to create an easier 
transition for the newer player without 
eliminating any mechanics enjoyed by 
the experienced player. 

Trample was one of the concepts that 
confused new players, so we removed it 
from the Classic (Sixth Edition) card set. 
To offset its removal from the basic set, 
R&D took steps to increase the number 
of creatures with trample in the Urza’s 
Saga and subsequent expansions. In 
addition, certain staple creatures with 
trample like War Mammoth were either 
repeated or tweaked into new versions 
for inclusion in the Urza Cycle. 

But why did trample need rules 
changes? As I said last issue, we took 
great pains with the Classic card set to 
clean up many of the rules problems that 
have been plaguing Magic in recent 
years. The damage redirection created by 
trample caused a long list of headaches 
for the rules team. I think BethMo still 
twitches when she hears the words 
“trample” and “Furnace of Rath” 
in the same sentence. To fix 
this problem, trample dam- 
age was changed from 

damage 

redirection 
to simple 
damage 
assigned 
along with 
normal crea- 
ture damage. 


x 


Sample the new trample 


he majority of players were 
playing the old trample rule 
incorrectly. Since we want 


Magic rules to be more intuitive and less 
dependent on memorization, we decided 
to change trample to work the way most 
players were playing it. This means that 
before a trampler can deal damage to a 
player, it must first deal lethal damage to 
each of its blockers. For example, if a 6/1 
Ball Lightning is blocked by two 2/2 
creatures, it must first deal 2 damage to 
each of the two creatures and then may 
apply 2 damage to either the blockers or 
the defending player. 

How else does the new trample rule 
affect play? It slightly weakens protec- 
tion from colors and strengthens band- 
ing. As an example, let’s say you attack 
again with Ball Lightning. Your oppo- 
nent has Disciple of Law (a 1/2 creature 
with protection from red). In the past, 
all damage was first dealt to the blocker, 
so the protection would reduce the dam- 
age to 0 and no damage would trample 
through. With the new trample rules, 
the Disciple of Law blocks your Ball 
Lightning. You assign 2 damage to the 
1/2 creature and then may assign the 
remaining 4 damage to the defending 
player. The damage assigned to the crea- 
ture will be reduced to 0 by the protec- 
tion, but the 4 damage assigned to the 
defending player will in fact hit the 
defending player. 

Now let’s try the same scenario 
replacing the 1/1 creature with a Benal- 
ish Hero (1/1, banding). Under the old 
rules, your Ball Lightning would tram- 
ple over your opponent's Hero, dealing 5 
damage to him or her. But under the 
new rules, your opponent can use the 
Hero’s banding ability to distribute all 
the damage from the Ball Lightning 
among the creatures in the band. This 
means your opponent can choose to 
assign all 6 damage from the Ball Light- 
ning to the Hero, staying safe from any 
trample damage. 

The new rules for trample will slightly 
alter play, but cleaner rules and more 
intuitive play should make for a better 
overall game. Stay tuned: we'll discuss 
other changes in the C/assic rules in 
future issues of The Duelist. 
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Hovi Rises 
inRome 


ighteen-year-old Tommi Hovi of 

_ Finland became the first repeat 

| winner in Pro Tour history at 
November’s Pro Tour-Rome, win- 
MH ning $25,000 at a tournament that 
christened Tolarian Blue as the first 
deck archetype to be reckoned with 
from the Urza’s Saga card set. 

Hovi defeated Pro Tour newcomer 
Nicolas Labarre of France with an 
Extended version of Tolarian Blue, 
which uses Stroke of Genius and 
Windfall to draw cards, then pitches 
them to Mind Over Matter to repeat- 
edly untap Tolarian Academy, generat- 
ing enough mana to deck the opponent 
with a final Stroke of Genius. 


Rome metagame focuses 

on Tolarian Blue 

Tolarian Blue was the talk of the tour- 
nament even before the first card was 
played, dominating the pre-tournament 
rules question session. Almost every 
sideboard was packed with cards to pre- 
vent the combo or slow down the deck, 
but no one countermeasure dominated. 
Players tried Wasteland, Pyroblast, and 
Aura of Silence, but Tolarian Blue play- 
ers were often able to put together the 
combo before the countermeasures were 
in place. 

Day one started with 266 Magic 
competitors from more than 40 coun- 
tries, but many Pro Tour mainstays— 
including current World Champion 
Brian Selden, Dirk Baberowski, 

Sturla Bingen, Dave Price, Steven 
O’Mahoney-Schwartz, Toshiki 
Tsukamoto, and Lukas Ladra—didn’t 
make the 96-player first-day cut. 

Almost half the players who made it 
to the second day of the tournament 
were playing Tolarian Blue or mono-red 
Sligh decks. Also popular were “Night- 
mare Survival,” a High Tide-variant of 
Tolarian Blue, and Necro. Because 
Tolarian Academy depends on cheap 
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BLUE (37) LAND (23) 

3 Arcane Denial 23 Island 

4 Counterspell 

4 Force of Will SIDEBOARD 

3 Force Spike 2 Boomerang 

4 High Tide 4 Chill 

4 Impulse 4 Energy Flux 

4 Intuition 3 Hydroblast 
2 Rebound 


3 Mind Over Matter 
4 Stroke of Genius 
4 Time Spiral 


artifacts, Lion’s Eye Diamond, Lotus 
Petal, Urza’s Bauble, Fountain of Youth, 
Shield Sphere, and Library of Leng 


seemed to be everywhere. 


Making the Top 8 

Both finalists faced tough feature 
matches on the second day. Hovi 
defeated Alan Comer 2-1 in the ninth 
round, despite an unusual Comer deck 


designed with Tolarian Blue in mind. 
And with a Top 8 spot at stake, the 
countermagic and Nevinyrral’s Disk in 
Labarre’s Merfolk deck proved too 
much for the Tolarian Blue of Randy 
Buehler, who succumbed 2-0. 

Joining Hovi and Labarre in the Top 
8 were Erik Lauer (USA), Olle Rade 
(Sweden), Mark LePine (USA), Fed- 
erico Dato (Italy), Justin Gary (USA), 
and André Konstanczer (Germany). 
Tolarian Blue and High Tide decks 
made up half the Top 8, with two 
white/red decks, a Necro deck, and 
Labarre’s Merfolk deck comprising the 
rest. 

Americans Lauer, LePine, and Gary 
all lost in the quarterfinals, guarantee- 
ing that a European would win at a 
European Pro Tour stop for the first 
time ever. Hovi beat Rade and Labarre 
defeated Dato, setting up the final 
match. LePine finished third and Dato 
took fourth. 

Tournament organizers ran more 
than 120 side events, including two 
Qualifiers for February’s Pro Tour- 
Los Angeles. Italian media covered 
the event in most major newspapers 
and television stations, as did Belgian, 
Dutch, Polish, French, and English 


media. 
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ain since the birth of 


“Magic. Sometimes an 
ggressive deck creates a 
warm of creatures that 
verwhelms the control 
"player before he or she can 


et up defenses. 


Other times the control 
player easily survives the 


| opening and makes his or her 


Kobayashi Maru 


Facing the “No Win” Scenario 


n this edition of “In the Cards,” I have created a hypothetical game situation to illustrate a 
point about unwinnable positions (much as Mark Rosewater does in his “Magic: The Puzzling” 
puzzles). However, in this case, the point is not to defeat your opponent through some 
intricate manipulation of cards and Magic rules. The point is, as always, to show you a different 


way to think and react during a duel. 


THE SETUP 

You're playing a White Weenie deck in the 
Extended environment, and it contains a lot 
of creatures with protection from color, a fairly 
typical assortment of removal cards (Disen- 
chant, Swords to Plowshares, and Lightning 
Bolts), and three Armageddons. Your oppo- 
nent is playing blue/white CounterPost and 
has one Kjeldoran Outpost in play plus four 


other lands (three islands and a plains). 

You were able to deal 10 damage early, but 
your opponent cast Wrath of God to wipe 
out your army, leaving her with just one island 
untapped. Your initial rush has been stopped 
and your opponent is maneuvering to take 
control of the game. Since you decided to 
play more than one color, there wasnt any 
room in your deck for Wastelands, so your 
only answer to Kjeldoran Outpost is 
Armageddon. 

In your hand you have Mox Diamond, 
Tithe, Warrior en-Kor, and White Knight. 
You have two plains, Mox Diamond, and 
Plateau in play, but no other permanents. 


Your opponent has three cards in her hand. 
So far during this game, she has cast one 
Force of Will but has not used any two-mana 
permission spells. You Tithe for two plains 
during your opponent’s discard phase, untap, 
and draw Order of Leitbur. That wasn’t the 
Armageddon you were hoping for, but at least 
it wasnt another land. Now it’s the beginning of 
your main phase. What's your play? 


mtg 


Your Cards in Play 


(4 Plains, Plateau, Mox Diamond) 


AND THE ANSWER IS... 
Play’em all! Clearly you must play more than 
one creature because your opponent can cre- 
ate a Soldier “dude” every turn, block 
whichever creature you played, and avoid tak- 
ing any damage. So you have to play at least 
two creatures in order to get through. What 
happens if you play two creatures? In that 
case your opponent would block one of them 
and take 2 damage from the other each turn. 
That will finish her off in five turns if none of 
the cards in her hand are relevant. 

You might top-deck an Armageddon on 
one of your next few turns, which could 
potentially get rid of the Outpost, but your 


opponent is fairly likely to have some sort 
of countermagic in her hand. Even if she 
taps three lands to make a dude to block, 
she'll still have two blue mana available, 
so Armageddon seems unlikely to resolve 
even if you draw it. Therefore, saving 
lands to recover from Armageddon is no 
longer as high a priority. It’s worth at 
least looking into playing a land, Mox 
Diamond, and a third creature. 


THE “NO WIN” SITUATION 

The biggest drawback to playing all three 
creatures is that your opponent might be 
holding another Wrath of God. How- 
ever, ask yourself the following question: 
“Can I win if she Wraths away two of my 
creatures?” In this case, I think the answer 
is “no.” Even if you hit her for 2 damage a 
couple of times before she casts Wrath of 
God, you can't recover from a second 
Wrath. You'll only have one creature left 
while she’ll have an active “dude ranch.” 
Sure, you might draw some creatures in 
the meantime, but she’s fairly likely to 
draw permission, Swords to Plowshares, 
or another Outpost. 

At this point it’s crucial for you to assess 
your long-term prospects. Your opponent 
has an active Outpost and enough mana 
to activate it and counter one spell per 
turn. Your opponent also has a deck that is 
designed to operate best during the 
midgame (which is where you are now), 
while your deck is optimized to win early, 
something you were unable to do because 
you drew too much mana and not enough 
beatdown. If your opponent has another 
Wrath of God, you cannot win. 

Therefore, you should assume your 
opponent doesn’t have a second Wrath of 
God! There’s no point wasting any time 
or mental energy considering unwinnable 
positions. Once you work through the 
logic in the previous paragraph and con- 
clude that Wrath in hand means an 
almost certain loss for you, the rest of 
your decision-making process becomes 
much easier. You can play the rest of the 
game under the assumption that your 
opponent doesn't have—nor is she about 
to draw—a Wrath of God, so go ahead 
and over-commit. Put all three creatures 
on the board. 


Now you can defeat her in just three 
turns. You might feel dumb if she untaps 
and Wraths again. Observers may ask 
why you didn’t play it slow to avoid get- 
ting all your creatures killed by one spell. 
However, your only realistic chance to 
win this game is if your opponent does 
not have that Wrath of God. In the end, it 
doesn’t matter how spectacularly she deci- 
mates you with a second Wrath. Whether 
she destroys two or three creatures— 
whether you had one creature left in your 
hand or none—you'e still toast. 


LEARNING THE LESSON 

Good Magic players use this sort of logic 
all the time. There comes a point when 
youre playing Sligh against Living 
Death and your opponent has a grave- 
yard full of Spike Feeders—you simply 
can't win if he or she has Living Death in 
hand. You therefore assume your oppo- 
nent doesn’t have Living Death and cast 


There are also times with almost any deck 
when you get a mediocre draw and have 
to assume your opponent’s draw isn’t per- 
fect either. 

I don’t mean to suggest that it’s a good 
idea to over-commit your resources to 
the board and risk losing to one card. 
Often, you'll have enough resources in 
hand and on the table to play around 
your opponent’s creature sweeper, Coun- 
terspell, or whatever. (Note that in our 
hypothetical situation you can play 
around Counterspell by casting your 
creatures while your opponent is tapped 
out—you just can’t play around the sec- 
ond Wrath of God.) 

My point, though, is that once you 
conclude you will lose if your opponent 
has XYZ card in hand, don’t wait around 
and hope the situation will miraculously 
improve. Don't play cautiously and ensure 
your death from XYZ is slow and painful. 
Instead play under the assumption that 


Kobayashi's Hand 


unknown cards) 


Kobayashi @iains, Kjeldoran Outpost, 3 Islands) 


the rest of your creatures as quickly as 
possible. 

A similar thing happens in Rath Cycle 
Constructed when a Hatred deck runs 
into a Counter-Phoenix deck. Every crea- 
ture in the Hatred deck dies to Shard 
Phoenix, so once the Counter-Phoenix 
player has enough land to return a Shard 
Phoenix to his or her hand and cast it on 
the same turn, the game is over. Thus, the 
Hatred player often ends up in situations 
that are unwinnable if the Phoenix player 
has, say, an Intuition or a Phoenix in 
hand. So you assume he or she doesn’t 
have these spells and play accordingly. 


have 


doesn’t 


opponent XYZ, 
because that is the only way you can win. 
It might look bad when XYZ completely 


wrecks you, but your overall winning per- 


your 


centage should rise because you'll be 
much more likely to win those games 
where XYZ is hiding at the bottom of 
your opponent’s deck. @ 


Now you know your XYZs, next time 
wont you play with Randy? And, if 
you see an interesting strategic moment 
in “Magic time,” email Randy at 
<buehler@stargate.net>. 
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ermission. For the first 
couple of years on the 
Pro Tour, though, most 
uccessful Permission 
decks were blue/white or 
‘blue/red. Blue provided 
countermagic, while 


white or red handled 


Blue 1s Back 


Mega-Permission Returns Mono-Blue to the Top 


ono-blue permission _has 

become popular again this 

year. This new breed of Mega- 

Permission decks, sometimes 

called “Draw-Go” because all 
you ever do on your turn is draw and say “go,” is 
almost entirely countermagic with very few 
creatures. By the 1998 European Champi- 
onships, “Draw-Go” was among the most com- 
mon deck types. The European champion and 
runner-up both played Mega-Permission decks 
with Steel Golems. 

Erik Lauer and Randy Buehler took the con- 
cept even further and created the “CMU Blue” 
deck, which had only one creature. At the 1998 
Central Regional Championship for the Junior 
Super Series, six of the 16 champions played 
“CMU Blue” decks. 


BUILDING THE DECK 

Mega-Permission decks rely almost entirely on 
countermagic for game control. The only tool 
most of them have for removing permanents 
that make it past the counters is four 
Nevinyrral’s Disks. Some variations also include 
one or two Capsizes, giving them a bit more 
control over permanents and an easier lock. 
Before it rotated out, Mega-Permission decks 
also included four Quicksands. Urza-cycle 
Standard versions have no direct substitute for 
this card; it remains to be seen whether 
the loss of Quicksand will force 

another color back into the deck. 
Besides countermagic, blue’s other 
big strength is library manipulation, 
especially in the form of extra 
draws. The best 
of the breed 


from the 


~ ) 


Mirage cycle was Impulse, while Whispers of 
the Muse was the top choice from the Rath 
cycle. All the top blue decks included four of 
each. Impulse was lost along with Quicksand. 
The closest replacement is Catalog. 


YOU NEED PERMISSION 

Countermagic forms the bulk of the deck. 
Blue/white and blue/red Permission decks use 
12 countermagic spells, up to 16 for heavy per- 
mission variants. The Mega-Permission decks 
use 18-21. Counterspell itself is the best and 
most efficient permission spell. Starting with 
four of them is an easy choice. The other almost 
universal four-choice is the somewhat surprising 
Force Spike. This spell is useless (or nearly so) in 
the late game when both players have plenty of 
mana. However, if the duel goes on that long, 
the Permission deck is generally in good shape. 
Force Spike is often as strong as Counterspell in 
the early turns, since your opponent will usually 
tap out. Later in the duel, a Force Spike can still 
pay half the buyback cost for Forbid. 

So, how many Forbids should you include? 
Because it costs three mana to cast, you don't 
want too many—getting even one in your open- 
ing hand can be a problem against a fast deck, 
and two can be crippling. However, Forbid turns 
otherwise useless Force Spikes and excess land 
into additional counters in the mid- and late- 
game. This is the first place where decks diverge 
widely. The European Championship deck used 
only one Forbid while the runner-up used four. 
The “CMU Blue” deck has three. 

Dismiss raises similar issues. Because it costs 
four mana to play, drawing it too early can crip- 
ple you even more than Forbid does against a 
fast opponent. However, Dismiss provides 
direct card advantage and tends to be stronger 
in the midgame than Forbid. It is less useful in 
the lategame, though, since that extra draw may 
just pull an excess land. The two spells comple- 
ment each other, so any number from two to 
four works well. 

In the early game and midgame, Mana Leak 
performs as well as Counterspell, but it loses 
most of its effectiveness later on. However, 
knowing you have them in your deck may make 
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opponents hesitate to cast critical spells without 
leaving three mana untapped. Plus, Mana Leaks 
‘can always serve as Forbid buyback-fodder or be 
used to cap off a massive countermagic exchange 
when Permission decks face off. Most Mega- 
Permission decks include two or three Mana 
Leaks, but a few (including the European cham- 
pion’s) avoid it altogether. 

The other popular counter, Dissipate, has rotated 
out; but so did Hammer of Bogardan, the main 
spell Dissipate protected against. Shard Phoenix is 
the Hammer's closest replacement, but it’s not as 
dangerous to these near-creatureless Permission 
decks. Two to four Dissipates was standard; now 
those slots are available for other counters. 

Power Sink and Memory Lapse are also-rans in 
this category. Most Mega-Permission decks ignore 
these two completely, but a few make good use of 
them. Doug Moses won the Junior Super Series 
divisional championship using a “CMU Blue” deck 
with four Memory Lapses. 


FINISH IN STEEL 
Of course, once you've thoroughly taken control of 
the game, you need some way to actually win. 
Mega-Permission decks typically have one to four 
creatures as finishers. If you truly control the game, 
it makes no difference what creature or creatures 
you use; therefore your choice should be based 
| 
The “Draw-Go” deck’s signature was four 
Steel Golems. This is a fairly fat creature for a 
relatively cheap mana cost. You never intend to 
use more than one at a time, so its drawback 


block a creature enchanted with Empyrial 
Armor and survive, so they used Rainbow 
Efreet. However, they cut down to just one in 
the deck. 

Nearly all Mega-Permission decks also 
include three or four Stalking Stones. These can 
convert to a creature when youre looking for a 
way to finish your opponent. They’re also the 
biggest threat against other Mega-Permission 
players, since they can't be countered. Often, 
players included Wasteland in their sideboards 
to help deal with this problem. Why the side- 
board? With seven or eight colorless mana pro- 
ducers in the deck, putting Wastelands in was 
impractical. With Quicksand gone, we'll proba- 
bly see more Wastelands back in the main deck. 


URZA’S PERMISSION JEWELS 
Mega-Permission decks lost a few important 
cards when the Mirage cycle rotated out. How- 


on what’s best when you don’t have complete 


ever, Urza’s Saga has two promising enchantments. 
The most significant is Energy Field. The biggest 
danger for Permission is a fast creature swarm. 
Energy Field can neutralize much of this danger, 
allowing you to draw cards and play land until you 
have a full hand of counters and a Disk. 

The other enchantment that’s drawing a lot of 
interest is Arcane Laboratory. One way to break a 
Permission deck’s control is to play more spells than 
it can counter in one turn. Arcane Laboratory 
makes this tactic impossible. Combine it with 
Ertai, Wizard Adept to get a lock—you can 
counter your opponent’s spell and cast a spell of 
your own. 


PLAYING THE DECK 
All the action happens during your opponent's 
turns. Against an aggressive deck, counter every- 
thing that could pose a threat. Since you have 20 
counters, you may be able to match your opponent 
counter-for-spell. More likely, though, your oppo- 
nent will have more threats than you have coun- 
ters—and you have to determine whether to hold a 
counter for the threat you haven't seen. So you'll 
have to let some spells through. Nevinyrral’s Disk 
takes care of anything you can’t counter and evens 
the odds against weenie swarms that have more 
creatures than you have countermagic. 

You can use the Disk as deterrence as well. It may 
be worth taking 2 or 3 damage each turn with a 


~ Diskin play if the Disk’s presence prevents your 


opponent from playing more creatures to apply a 
faster beatdown. All the while, you can build up 
your hand and mana supply. 

Your initial goal is to survive until you have 
enough mana to cast Whispers of the Muse with 


~ buyback during your opponent’s discard phase. If 


you manage this, you'll soon have enough mana and 
card advantage to actually counter every spell your 
opponent plays. At that point, you can use a Disk to 
clear the board and play your one creature. 

When facing another Permission deck, both you 
and your opponent will spend most of the duel play- 
ing land and building up countermagic ammunition 
to try to force one critical spell through. Standing 
Stones will often be the key to victory in these 
matches, since it can’t be countered. 

In all cases, it’s vital to determine your oppo- 
nent’s strategy as quickly as possible. That way, you 
can focus your countermagic where it will do the 
most good. @ 


The keeper of Magic rules, BethMo recently instituted a 
policy that the Magic Rules team must ask. “Mother, 
may I?” before making any rules changes. 
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Building to Beat the Dominant Deck 


ominant decks do not become 

dominant due to hype alone; 

these decks prove themselves by 

providing a high probability of 

beating all other decks in the 
current tournament environment. In such an 
environment, you have only three real deck 
choices: going along with the masses, playing 
a variant of the dominant deck, or building a 
deck to beat the top dog. 

Giving up on finding a better alternative 
and learning how to play the dominant deck 
better than anyone else is certainly a viable— 
although somewhat risky—choice. Discus- 
sion of the merits of this metagame choice is 
better left to BethMo’s “Deck Deconstruc- 
tion” column. Playing a variant of the domi- 
nant deck specially modified to beat the 
standard versions is also a fascinating choice, 
and I will cover the tactics of building such a 
deck (and other variants) in a later article. 

The third alternative, creating a deck to 
beat the dominant deck, can be difficult 
because you have to make sure the deck can 
also perform reasonably well against other 
popular decks in the environment. This 
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month, we will investigate the creation of 
these “environmentally tuned” decks. 


FINDING CHINKS IN THE ARMOR 
Creating a special-purpose deck to defeat a 
dominant deck allows you to play the odds. 
Essentially, you are betting that you will 
encounter the big deck more often than all 
other decks combined. 

You hope to create a deck that will win 
more than two-thirds of the time against an 
equally skilled player using the dominant 
deck—if that deck makes up close to half of 
the environment—while you still win 45 to 55 
percent of the time against most other decks. 

To successfully build a nasty environmen- 
tally tuned deck, identify the cards that will 
enable you to consistently beat the dominant 
deck. These cards fall into three rough cate- 
gories: punishers, penetrators, and preventers. 


PUNISHERS 

Punishers are hoser cards created for the spe- 
cific purpose of punishing players who use 
certain cards and themes. These cards have a 
narrow, specific purpose and are convention- 
ally found in the sideboard. In fact, the easiest 
way to find punisher cards is to think about 
the cards you would normally sideboard in 
against the dominant deck, and then deter- 
mine whether those cards are viable in your 
starting deck. 

Anticolor cards (often called 
hosers”)—such as Circles of Protection, Boil, 
and Dread of Night—are the most blunt and 
uncreative examples of punishers. However, 
mass-destruction cards such as Tranquility 
and Shatterstorm also function as punishers 
against some decks. These are slightly more 
subtle than anticolor cards, but are still 
straightforward punishers against anyone 
using a lot of enchantments or artifacts. 

Some punishers are not so easily identified, 
but you should be able to spot ones like 
Lobotomy, which is devastating against 
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combination decks such as Prosperous 
Bloom, and Portcullis, which is very nasty 
against Living Death decks. All these 
cards are extremely potent against the 
right deck, but can be relatively useless 
against other decks. 

Cards that are effective against the 
dominant deck but also have some effect 
against other decks are more valuable. 
Examples of these cards are the “187” 
creatures—most notably Uktabi Orang- 
utan, Nekrataal, and Cloudchaser 
Eagle—which are overpriced for their 
power and toughness, but destroy a spe- 
cific resource when they come into play. 

Flexible cards are also viable—cards 
with effects that are especially useful 
against some aspect of the dominant 
deck, but which can also be employed 
against a wide range of decks. For exam- 
ple, Soul Warden is very effective against 
direct-damage decks and Soltari Vision- 
ary is invaluable against Orim’s 
Prayer-Humility decks, but these cards 
also have an impact against many other 
decks. However, widely applicable cards 
like Soul Warden are more balanced and 
less destructive than other punishers, so 
you will need a higher number of these 
milder punishers to give your deck a sub- 
stantial advantage over the dominant 


deck. 


PENETRATORS 

Those heavily playtested, dominant decks 
may seem invulnerable, but there are often 
certain themes (usually themes not preva- 
lent in the environment at the time) that 
these decks can’t handle at all. Look for 
entire classes of cards not in current use 
that the dominant deck seems to ignore. 

This task may be difficult, because you 
are looking for the absence of something. 
For example, the short dominance of 
“Donais 5-Color Blue” (D5C) was weak- 
ened when players began employing crea- 
tures with shadow, because Wall of 
Blossoms was a key aspect to the D5C 
deck’s defense. 

This idea of attacking holes in the 
dominant deck can be traced back to the 
time that Necropotence’s power was bro- 
ken, first by TurboStasis and later by 
Prison. Both these decks capitalized on 
Necro’s near-inability to deal with arti- 
facts and enchantments. 
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PREVENTERS 


Preventer cards are reactive countermea- 
sures that directly counter the dominant 
deck’s threats and themes. These cards 
may at first seem like punisher cards. 
However, there is a slight difference. 
Punishers hurt a player for using particu- 
lar card types, colors, or themes. Preven- 
ters help a player avoid losing to 
particular aspects of a deck or even a sin- 
gle card. 

For example, Sonic Burst was a ray of 
light to aggressive creature decks because 
it provided a cheap and easy way to deal 
with the troublesome Tradewind Rider. 
When white swarm decks started peak- 
ing in popularity after creatures with 
shadow emerged, control players redis- 
covered Quicksand, which lessened the 
impact of those shadow creatures. 


BUILDING TO WIN 

After you identify a number of cards that 
can punish, penetrate, or prevent some 
aspect of the environment’s dominant 
deck, you still have to assemble a playable 
deck out of some or all of these cards. 
There is more than one way to take on 
this task. The first method—and the 
preference of vindictive players—is to 
center your entire deck around a selection 
of these cards, creating a nasty environ- 
mentally tuned deck. 

To employ this first method, find a 
couple of themes among the selected 
cards (and complementary cards) that are 
distributed in no more than two colors. 
You should be able to use most of these 
themes against other deck types as well. 
Otherwise, you will end up with nothing 
more than an incoherent pile of punisher 
or defensive cards. 

To be successful, your environmentally 
tuned dzk must'also be capable of every- 
thing a normal, well-constructed deck 
can do. The deck must have three things: 
(1) a clear and useful focus; (2) the ability to 
mount an effective attack or gain control 
of the game; and (3) the ability to handle 
a variety of threats. It’s not enough that 
you can't lose to a particular combo; it 
wont matter if you can destroy all your 
opponent’s artifacts or enchantments 
unless your deck can also win. 

The second, more integrated, method 
of creating an environmentally tuned 


deck is to incorporate the cards and 
themes into an existing deck. Look for 
common themes among the environmen- 
tal cards and existing decks. For example, 
if you identified Soltari Visionary and 
Cloudchaser Eagle as powerful solutions 
for dealing with the enchantments in the 
Orim’s Prayer-Humility deck, a good 
context for these cards might be an 
ageressive white deck. 

Of course, you may run into problems 
integrating these new cards into an exist- 
ing deck. The new cards may be incom- 
patible with other themes already present 
in the deck, thus diluting its effectiveness. 
Continuing the previous example, most 
aggressive white decks are very fast and 
use a low mana ratio. Soltari Visionary 
and Cloudchaser Eagle would slow these 
decks down and push the mana ratio 
upward. You need to determine how 
many of these slower cards the deck can 
accommodate, and consider their impact 
on the deck’s speed, mana ratio, and mana 
curve. 


FURTHER IMPLICATIONS 

You might be thinking, “These tactics are 
great when half the players use the same 
deck—but how often does that happen?” 
However, these concepts can be more 
than academic exercises even in environ- 
ments with multiple deck types. Specific 
environments usually get narrowed down 
to two or three popular decks, and it’s 
often possible to apply these strategies to 
build decks centered around punishing, 
penetrating, and defending against one, 
two, or three specific themes in different 
decks. 

The hard part is coherently incorporat- 
ing multiple themes into a functional 
deck. The key here is to look for common 
themes among the dominant decks so 
you can attack them all with a few cards. 
Alternatively, you can look for common 
themes among the environmentally pow- 
erful cards and create a viable deck out of 
them. The work might be difficult, but 
the reward of having a deck specifically 
designed to attack your opponents’ weak- 
nesses is worth the trouble. 


Before writing this article, Eric Tam scouted 
out the competition to ensure his column 
could beat all the other columns this month. 
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How I Got Filthy Rich 


on my Summer Vacation 


hile at Grand Prix-Hong Kong, I 

walked down an alley where the 

density of business signs was a 

visual continuum of overlapping 

electric messages. As I walked, I 
passed some signs and saw newly revealed signs that had 
been previously hidden. I began to wonder about the 
strategy and politics involved in choosing a location for a 
shop and where to hang its sign, for surely your sign 
would obscure someone else’s sign, and in turn be 
obscured by other signs. 

This was the origin of Filthy Rich. Mechanically the 
game was a challenge to design, using a piece of equip- 
ment I thought would keep it from actually being pub- 
lished: a card binder and plastic sleeves. But the card 
binder was needed because 
it provided the perfect way 
to overlap signs. Business 
signs are placed on one of 
four plastic sheets, and can 
cover signs below or be cov- 
ered by signs above. 

Since the plastic is clear, 
you can see a sign on the 
bottom sheet from the top 
(provided another sign doesn’t cover it). Depending on 
whether you're looking at the top, bottom, or one of 
middle sheets, you see a different array of business signs. At 
the end of each turn, you roll a number of 10-sided dice. 
Each result corresponds to one of the nine slots on the 
sheet (the 10 means taxes are due!). 

Customers visit businesses hit by the dice and each 
lucky owner gets some cash. The number of dice you roll 
corresponds to the amount of traffic on that page. At the 
back of the alley—the bottom sheet, that is—the traffic 
is low, and so you only roll one die. At the front of the 
alley, or the top sheet, the traffic is high, and you roll four 
dice. Each turn you randomly determine which page you 
are on. Thus, page values fluctuate through the course of the 
game. 

At the start of the game the back of the alley is excel- 
lent since the sign can be seen on every page. Later in the 
game, as the binder becomes more crowded, the signs of 
the back-page businesses get covered so they only show 
on the last page, where traffic is lousy. 

My biggest concern when designing Filthy Rich was 


avoiding a characteristic of many “build and collect” 
games, like railroad and Monopoly-type games. These 
games tend to fall into two stages: the building phase 
and the money-collection phase. I don’t mind several 
phases in games, but the money-collection part of these 
games can become uninteresting, as people sit around 
waiting to see who rolls best. 

I fought this problem in Filthy Rich by introducing 
taxes. Each time a player rolls a 10, taxes are due for all 
players. Most businesses and some other cards in the 
game require you to pay earnings to the bank whenever 
taxes are due. At this point you can sell your business or 
pay your taxes. 

With some businesses you should sell as soon as taxes 
are rolled because the business is cheap and the taxes are 
high. Other businesses are 
painful to sell because they cost 
a lot more than they sell for, so 
_ owners will tend to ride out the 
| taxes. Most of the time it’s a 
judgment call based on the 
cash you have and how often 
| you expect the business will be 
visible. Thus, businesses open 

“and close throughout the 
game, often making the entire game take place in the 
“building” phase! 

The object of Filthy Rich isn’t merely to accumulate 
money, it’s to use that money to buy luxuries. Early luxu- 
ries are cheap, but they get more expensive as the game 
progresses. Thus, some players are tempted to buy luxu- 


ries early before getting on solid financial ground. Plus, 
luxuries usually have associated taxes, so players who get 
out to an early lead can easily get into trouble (you can't 
sell luxuries to escape taxes). My favorite luxury is the 
trophy spouse, which is fairly cheap but has double taxes, 
making him or her expensive to maintain. 

Filthy Rich began as “Hong Kong Signs” and there 
were probably a dozen significantly different versions 
over the course of the year of development. (The game 
has many design elements I had not dealt with before.) 
The final product is a wild game with huge swings of 
luck and plenty of rope players can use to hang them- 
selves. If you get a chance to play, try to open the Shmoo 
hut or Tic Toc’s, but be careful with the trophy spouse 
and when dealing with the Yakuza! a 
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By its simplest definition, a combo deck is any deck 
designed around one or more cards. The more interaction you have 
between cards, the more combo-oriented the deck becomes. 
There are some basic concepts to keep in mind when designing combodecks. _ 
First, your combo cards should combine well with as many different cards as 
possible, but individual combo cards need to be reasonably strong without 


the rest of the combo. Second, you still need an offense and a defense. 


basic concepts 


Playing Well with Others. To maximize the effects of your com- 
bos, cards in your deck should combine well with as many differ- 
ent cards as possible. In the perfect deck, every card would do 
everything needed for every possible circumstance. Obviously, 
this can never happen. However, the more a card can do for you, 
the stronger the card. You should select cards for combo decks 
that are strengthened by the rest of the deck. The more combos a 
card fits into, the stronger that card will be over its normal use. 
Strength to Stand Alone. What happens if you only get one 
part of a combo? If that card requires other cards to have any 
useful effect on the game, you can’t do much with it. On the 
other hand, if that card can be effective on its own, or help find 
the rest of a combo, then your entire deck will be better off for it. 
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A good example of this is Icy Manipulator. Even without other 
cards, Icy can do a lot for you. 

Being Offensive. Even if your offense is to run your opponent 
out of cards, you must have a plan for how to win. It may be as 
little as a single Fireball, but never forget that your object is to 
win the game. If you plan to merely outlast your opponent and 
run him or her out of cards, you should still consider adding 
cards that help this along because tournaments are timed. 

Staying Back on Defense. How do you plan to stay alive long 
enough to complete your combo? Some sort of defense is always 
required, even if that defense is just a fast and powerful offense. 
Speed can be an acceptable defense. Ifyou can kill them before 
they kill you, everything is fine. If your combo isn’t lethal, or 
doesn’t happen exceptionally fast, you need some other defense. 


There are three main categories of combo 
decks: 1) “I want it zow!”; 2) “I will 
defend it”; and 3) “We all work together.” 
Let’s take a look at how each of these 
styles works. 

The “I want it xow!” deck consists of 
your combo and library manipulation 
cards to get to your combo. A good 
example of this kind of deck is Pros- 
Bloom, with Meditate, Vampiric Tutor, 
Impulse, and Infernal Contract all help- 
ing you get to your combo. “I want it 
now!” is the fastest of the three styles but 
is relatively easy for opponents to disrupt. 
This style plays best against aggressive 
decks like Sligh and Suicide Black, where 
it’s unlikely your opponent has cards that 
interfere with your combos. 

“T will defend it” tends to pack the rest 
of the deck full of countermagic and 
defense. Basically, you don’t want to 
worry about somebody destroying your 
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‘Fighting without an army is called 
| and you'll lose a duel if your enemy 
expecting a war.” 


—Gerrard of the Weatherlight 


drawn. 


CaM 


raw a 


Wisdom help 


r car 


combo once you finally draw it. Counter- 


spells prevent opponents from interfering 
with the combo, while your defense keeps 
you alive long enough to find the combo. 

Early versions of Fruity Pebbles (the 
Extended deck with Enduring Renewal, 
zero-cost creatures like Shield Sphere, 
and Goblin Bombardment) were this 
type. This style is strongest when playing 
against other control decks, whereas “I 
want it now!” usually rolls over and plays 
dead against control decks. 

Some decks try to take a balanced 
approach by having some cards in each 
style. These decks sacrifice some of their 
speed for a little more stability. Pros- 
Bloom sometimes made this concession 
by adding Abeyance or Power Sink. 

Fruity Pebbles, on the other hand, 
tended to morph between “I will defend 
it” and “T want it mow!” A deck that can 
be either style is hard to play against. 
Players fall into the trap of trying to play 


Thran Tome 


5, ®: Reveal the top three cards of 
your library to target opponent. Bury 
one of those cards of that opponent's 
choice, Draw the remaining cards. 


Boery line holds a tale, and between lie 
@ thousand more. 


get the best of 
ree few cards 
each turn. 


Ss 


one e. 


Pashuftte. 


around the counters when there aren't 
any in the deck. A combination of both 
styles is usually the strongest technique, 
with more emphasis put on “I want it 


now!” 


The “We all work together” deck is not 
designed around a particular combo, but 
on a series of cards that all combine with 
each other. Usually, the person playing 
this deck doesn’t know what combo will 
happen in a specific duel, but is sure 
something will happen. This deck style is 
the most rewarding to play and build. It 
is also the most difficult. 

Every time a card combines well with 
another card in the deck, its power is 
effectively increased. It is the pure quan- 
tity of combinations that makes this style 
work. For example, consider the follow- 
ing spells: Island Sanctuary, Sylvan 
Library, Intuition, Thran Tome, Gaea’s 
Blessing, and Gerrard’s Wisdom. These 


cards combine as shown below. 


i / Search your library for any three 
cards and reveal them to target 
| opponent. He or she chooses one. 4 
Put that card into your hand and | 
}, the rest into your graveyard. Shuffle j 
} your Mgt afterwards. 
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All decks start as an idea. Combo decks 
usually start as a combination (Mind 
Over Matter and Tolarian Academy), a 
card (I really want to make Sword of 
the Chosen work), or an effect (Gee, I 
wonder how a reanimation deck would 
work in the current environment?). 

I generally divide combination ideas 
into lethal and non-lethal. If your 
combo will kill your opponent, use “I 
want it now’ or “I will defend it.” Non- 
lethal combos require more work. They 
generally fall into the “We all work 
together” style. 

When you start with a single card you 
need to think about other cards that will 
combine with it. Then, think about the 
effects of these potential combinations to 
determine which style will provide the 
best framework. Finally, ideas about 
effects, such as animating big creatures 
from the graveyard or using phasing with 
Jokalhaups, generally fall straight into the 
“We all work together” style since you are 
looking at broad categories of effects. 


“T want it now!” or “I will defend it” styles are usually very 
straightforward designs. You start by taking your combo, add 
search/defense cards suited to your style, and grab some land. It 
still needs to be tuned, but you have a basic deck design to work 
with. Write out a decklist. 

Good cards for “I want it now” in the current Standard 
environment are Meditate, Intuition, Whispers of the Muse, 
Gamble, Scroll Rack, Sylvan Library, Attunement, Tolarian 
Winds, Necropotence, Reclaim, Abundance, and cards with 


cycling. The lack of Tutors and Impulse is immediately notice- 
able in this style. 

Good cards for “I will defend it” are your basic counters. The 
most important is Power Sink. It is important in a combo deck 
to force your opponent to tap out. For this reason alone, Power 
Sink is the number one counter for combo decks. 

Designing a “We all work together” deck is a much more 
involved process. First, you need your combos. You may have 
started with just one combo, but unless you can add more, you 
probably won't get too far. This can take a tremendous amount 
of time. When I designed “Godzilla,” I hit upon the original 
concept shortly after PT-L.A. ’98 (where somebody did very 
well with a Rath Cycle Verdant Force-Reanimate deck). 

I wanted to do something along this line for Standard. I 
could immediately see the big creature-Animate Dead-Necro- 
mancy combo, but could not determine how to get the creature 
into the graveyard. A month later I remembered Firestorm, 
which I had tested for this exact purpose for PT-Chicago. But 
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crosavant 


 BlueCards(8) 


Gold Cards (2). 
| 2 Sliver Queen 


d version of t 
\tor decks that |.  - 
Lands (20) 
4 City of Brass 
3 Underground River 
3 Sulphurous Springs 
2 Reflecting Pool 
~ 2 Undiscovered Paradise 
4 Gemstone Mine 
1Swamp 
ilsland 


Sideboard (15) 
4 Pyroblast 
2 Hydoblast 
4 Dread of Night 
2 Disenchant 
2 Tranquil Domain 
1 Extinction 


four cards that put cards into my graveyard wasnt enough. 

Months later, I saw somebody playing with Hidden Horror, 
which got me up to eight graveyard fillers. This was enough to 
get me working on the deck. The point here is it will take time 
to find enough combos to make a “We all work together” idea 
work. Think about the combos for a while. If you can’t come up 
with enough links to make the deck feasible, write down the 
links you have. Later, if something occurs to you, you ll have 
your original work to build upon. 

If you get blocked, look through a binder or a spoiler list, 
while thinking about your combo cards. If you don’t have a 
binder, go to your local card shop. Almost every dealer I know 
has binders of rare and uncommon cards. Just go browse their 
wares. Looking at sets of cards is how I found the final discard 
technique for Godzilla—Merfolk Traders. 

You now should have a bunch of cards and combos. Write 
them down on a sheet of paper with a preliminary quantity by 
each one. This paper will be your record in case the deck fails to 
operate as planned. A lot of times, new expansions will come 
out that can solve problems in old decks. Going back to look at 
old ideas is also a good way to find cards for new decks. 

Now you'r ready to add an offense and some defense to 
your “We all work together” deck. If your combo will not kill 
opponents, you need to add cards that will. You may want to 
postpone finding your kill card until after some playtesting, so 
you can make sure the combo concept works. In this case, write 
“Kill Mechanism” on a proxy card to use in your deck so you 
don’t forget to leave room for it. Once you have decided upon 


‘When Merfolk Traders come to. 
play, draw a card, then choose and 
/discard a card, 


“As much as I hate water, I do love 
fish... 


—Mirri of the Weatherlight | 


Living Death. 


your offense, write it down on your 
decklist. 

A fine example of this is a stasis deck 
a friend of mine designed. It had Time 
Spiral and Sapphire Medallions to help 
untap his lands. Before he spent time 
actually searching for a kill mechanism, 
he tested the deck to see if it could 
achieve a stasis lock. During playtesting, 
he noted that Time Spiral wasn’t work- 
ing (it prevented him from running his 
opponents out of cards). Testing the 
combo saved him the effort of finding 
his kill mechanism. 

On the other end, if your combo 
doesn’t offer adequate defense against 
your opponents’ threats, you better add 
some. If duels with your deck will last a 
long time, you'll need to defend against 
artifacts, enchantments, creatures, and 
direct damage. You may also want to 
consider what you will do about 
Armageddon, because this card and 
Winter Orb have made many combo 
decks shrivel up and die. Your list should 
now have everything your deck needs 
except mana. 


hidden horror 


adding mana 


Look at how often you plan to use your 
mana and how long the game will go. If 


you only plan on using your mana once 
and you expect the game to be over in 
the first five turns, Mox Diamonds, 
Dark Rituals, and Lotus Petals can be 
quite valuable. Only the absolute fastest 
decks can use Lotus Petal effectively, 
however. 

Since a lot of combo decks are multi- 
color, you may need to decide how much 
of each color you need. If Fireball is your 
kill card, and it is the only red card in 
your deck, you probably don’t need much 
red mana. Do not add Lotus Petals to 
solve color problems. 

How much mana do you need? If you 
need four mana to start your combo, then 


22 land will give you a 70 percent chance 
of having four mana by the fourth turn. If 
you need five mana, 24 land provides a 68 
percent chance and 25 land gives you a 73 
percent chance of finding five mana by 
turn five, assuming you go first and thus 
do not draw on turn one. 

So, figure out what happens if you 
don’t find the four mana you need. Are 
you guaranteed to lose? If so, you may 
need more land. On the other hand, if 
you have a lot to do before you need your 


fourth mana, you may actually be able to 
cut back. 

Another factor that effects your land 
ratio is the amount of library manipula- 


tion you have in your deck. Four Sylvan 


Libraries will greatly increase your chance 
of finding that third and fourth land. 
However, it will not help you get the sec- 
ond. Never starve your deck to the point 
where you can’t use the library manipula- 


tion you added to replace land! 


By now, you probably have more than 60 
cards. There are easy ways to cut cards 
and there are some hard ways. This is 
when your decklist will help, because 
looking at the entire deck at once can 
help you find problem areas. If you have 
a card that only really combines well with 
one other card, but that combo is very 
good, you probably only want one copy 
of that card unless it’s strong on its own. 
Unimportant combos that might be help- 
ful are another good place to cut cards. 

During the early stages of deck cre- 
ation, it isn’t unreasonable to run more 
than 60 cards. This allows you to see 
which combos work and which do not. I 
often cut a card during playtesting because 
it just isn't doing its job. If you run extra 
cards, remember to adjust your land ratio 
accordingly. Playtesting a deck is defi- 
nitely the hardest way to cut cards, but it’s 
an important part of the procedure. 

A final word about your decklist. 
Unless you decide the deck is utter trash, 
keep your decklists around. I keep all my 
lists on a pad of paper. I look through 
them every once in a while, and some- 
times the process rekindles ideas I had 
forgotten. 

I didn’t keep the original Nicol Bolas 
deck design that I had tested for PT- 
Chicago. If I had, I would have found 
almost everything I needed when I went 
to create Godzilla, even though that ear- 
lier deck tried to cast Shallow Grave on 
Nicol Bolas on turn two—a radically 
different design from the final Godzilla 


deck. a] 


If Alan Comer, “The Mogg Squad’s Goblin 
Tinkerer,” created “Godzilla” after Pro Tour- 
L.A., we're afraid of what he'll create after 
Pro Tour-Rome. 
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Land Tax & 
Library of Alexandria 


You can’t discuss card advantage without 
talking about Land Tax and Library of 
Alexandria. Land ‘Tax may well be the 
best combo card ever created since it 
helps fuel so many other combos. It lets 
you dig land out of your library, thinning 
your deck and giving you ammo for 
effects that trigger off cards (or lands) 

in hand. Combined with Library of 
Alexandria, the top card-drawing card 
in the game, Land Tax nets you up to 
four cards per turn by using the lands 
drawn to ensure you can activate the 
Library. 


Magic Combos of All Time 


Awakening & 
Tradewind Rider 


You don’t often see two-color, eight- 
mana combos, but the power of this one 
made it work despite the double-green 
mana requirement in Awakening. 
Tradewind Rider had already made its 
presence known as a supreme control 
card by the time Stronghold brought 
Awakening to the scene. What Awak- 
ening added was the ability to use the 
Rider’s bounce effect twice as often, 
which could wreak havoc on any deck 
that relied on permanents to win. And 
it’s hard to win with nothing on the 
table. 


56 FEBRUARY 1998 THE DUELIST 


Lure & 
Thicket Basilisk 


In the old days (before R&D started 
hating green), green decks were 
extremely powerful. However, they still 
had trouble getting rid of creatures. 
White had Wrath of God. Red had 
Fireball. Black had Pestilence. But green 
only had Hurricane, which didn’t take 
out ground-pounders. Green did have 
Lure and Thicket Basilisk, which could 
clear away your opponent’s defenders, 
open a path for your horde, and leave 
the bulk of your creatures in good health 
to attack again next turn. 


Stampeding Wildebeests 
& Wall of Blossoms 


Stampeding Wildebeests was on the 
verge of fading away as a fun theme- 
deck card you could combine with 
Pyknite or Striped Bears to draw a card 
every turn. But these two creatures were 
expensive and too easily destroyed. Then 
came Wall of Blossoms and the Stupid 
Green deck. Stampeding Wildebeests 
instantly became a viable tournament 
card, mostly because Wall of Blossoms 
stood on its own as a great early defen- 
sive card that, when combined with 
Wildebeests, provided huge card advan- 


tage as well as beatdown. 


by Will McDermott and The Duelist Staff 


Atits heart, Magic is about money ...no... card combina- 


tions, and discovering combos is both the thrill and the 


agony of the game (depending on which side of the table 


Necropotence 
& Drain Life 


Necropotence so dominated Magic that 


the 1996 summer tournament season 
was dubbed “Necro Summer.” This card 
is so powerful it appears twice on this 
list, since the Necro deck contained 


| multiple parts. Another premier card- 


drawing card, Necropotence lets you 
trade life for cards. Drain Life serves 
two purposes here: it’s the kill-card for 


| this deck, and it helps recoup life lost to 
| cards drawn via Necropotence. Drain 
| | Life would reappear the next Spring as 
_| the kill-card of choice in the quick and 
| deadly ProsBloom deck. 


you’re on when the combo goes off). So, feeling alittle 


Black Vise & Winter Orb 


Black Vise has been called “three free 
Lightning Bolts” because you can cast it 
on turn one and deal up to nine damage 
over the next three turns. Backed up by 
land destruction or other control ele- 
ments, Black Vise is a sure killer. The 
classic resource denial card is, of course, 
Winter Orb. After a Power Sink or 
Mana Short, Winter Orb and an Icy 
Manipulator (see below) can keep your 
opponent in Black Vise range for the 


| rest of his or her (very short) life. 

| Because of its power, Black Vise went 
__| the way of Channel (and the Dodo) get- 
__| ting banned in Standard and Extended. 


Fallen Angel 
& Living Death 


Fallen Angel has been used in a variety 
of decks because it combines so well 
with other cards (like Enduring 
Renewal). The Fallen Angel—Living 
Death combo works like this: Attack, 
and sacrifice any blocked creatures to 
Fallen Angel. After combat, sacrifice the 
rest of your creatures to the Angel and 
then sacrifice the Angel to itself. With 
all your creatures in the graveyard, cast 
Living Death to bring them all back out 
and destroy all of your opponent’s crea- 
tures on the table. 


nostalgic after our “Five Year Anniversary” issue, we decided to 
take another trip down Magic memory lane. Herein, you'll find the 
most powerful or influential combos the game has ever seen 
(except for that upstart Tolarian Blue; it needs to prove itself yet). 
This list is the result of minutes ...no, hours...er...days of 


research and the best statistical analysis we could afford 


Bottle Gnomes 
& Corpse Dance 


This combo was so good, the deck built 
around it bore the name “Dancing 
Gnomes.” This recursion deck that 
appeared at Pro Tour—Los Angeles in 
1997 used Corpse Dance with buyback 
to bring Bottle Gnomes (and other 
creatures you could sacrifice for an 
effect) back into play. The toughness of 
the 1/3 Gnomes made them great 
blockers. Plus you could sacrifice the 
Gnomes to gain 3 life and avoid having 
it removed from the game...and then do 
it all over again next turn, dancing them 
into and out of play as needed. 


Living Plane & The 
Tabernacle at Pendrell Vale 


This nasty combo provided mass land 
destruction to green (until Type II 
banished the Legends card set from the 
tournament scene). Living Plane turns all 
lands into 1/1 creatures that still count as 
lands. The Tabernacle at Pendrell Vale 
then forces your opponent to tap all these 
newly created creatures or sacrifice them 
on his or her next upkeep. With all your 
opponent's creatures either tapped or 
destroyed, you can sacrifice the Taberna- 
cle (instead of paying its upkeep) on your 
turn, thus saving the rest of your 
land/creatures to attack. 


Necropotence 
& lvory Tower 


The second Necro combo to make the 
list, this was truly the cornerstone of the 
original Necro deck. You pay life to keep 
your hand-size as large as possible every 
turn, and then Ivory Tower rewards you 
with life for every card in your hand 
over four—effectively giving you back 
the life you paid the previous turn. Once 
you got the restricted Tower in your 
hand (perhaps via a Demonic Tutor or 
Vampiric Tutor), you were set. You could 
just keep drawing cards until you were 
ready to kill your opponent. 


Animate Artifact, Instill 
Energy, & Time Vault 


The combo that got Time Vault banned 
weighs in at number 20. When it was 
originally printed, you could tap Time 
Vault to gain an extra turn, but had to 
skip a turn to untap it. Some ingenious 


player figured out you could animate 
Time Vault and then enchant it with 
Instill Energy to untap it every turn (and 
thus keep taking turns until your oppo- 
nent started screaming). Time Vault was 
banned, and later reinstated with errata 
that nullified this combo. (You now add 
a counter to Time Vault when you skip 
that turn. Hmm, how about Giant Fan?) 


(Microsoft Excel—it came bundled with our machines). We even 
asked top men (really, top men) for their input; actually, I’m not 
joking about this. Our panel included Mark Rosewater and the 
Duelist editorial staff, Pro Tour judge Jeff Donais, Pro Tour player 
Alan Comer, and Wizards’ AOL netrep (and creator of “The Mage’s 
Workshop” database program) Edward Fewell. 


Icy Manipulator 
& Royal Assassin 


Often dubbed the Royal “Pain in the” 
Assassin, this black creature could kill any 
creature your opponent was stupid 


enough to attack with, since you can tap 
it to destroy a tapped creature. But how 
do you get rid of Walls and Serra Angels? 
Why, with Icy Manipulator, of course. 


This extremely powerful artifact can tap 


any creature, land, or artifact. This two- 


card combo can destroy about 99 percent 
of the creatures in the game (only crea- 
tures with protection from black or that 


cant be targeted are immune). 
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| Berserk & Fork 
& Giant Growth 


Probably the most damage you can deal 
for four mana (excluding mana genera- 
tors like Cadaverous Bloom and Chan- 
nel), this combo was a mainstay of the 
first generation of speed decks—the 
red/green monsters with eight Bolt 
spells, Blood Lusts, and the long-forgot- 
ten Kird Ape. With a Kird Ape and a 


__ | forest in play (or better, a Taiga because 
_ | it provided both mana colors you needed 


| and counted as a forest), you could 
| Giant Growth the now 2/3 Ape to 
make it a 5-power creature. Then just 
Berserk the Ape to 10 and Fork the 
Berserk to make your Kird Ape a 20- 
power mage killer. I loved that deck! 


: Ivory Tower & 
_|Library of Alexandria 


| The second appearance for both of these 
cards, this combo does it all for you (as 
long as you remain at or near seven 
cards in hand), and was perfectly suited 
for control decks that held cards and 
tended to run low on life before gaining 
control. Ivory Tower provides 3 life per 
turn while Library of Alexandria gives 
you an extra draw every turn (to help 
you find more countermagic or that crit- 
ical Wrath of God). With life and cards 
to spare, players using this combo usu- 
ally had no trouble controlling and then 
| dispatching opponents (sometimes with 
_ | asingle Serra Angel, as in Weismann’s 
| “The Deck”). It’s no wonder both of 


hese cards were restricted. 


Destroy all lands. 


Armageddon 
& Erhnam Djinn 
Shortly after “Ernie” was reprinted in 


Chronicles, Magic saw the rise of the 
“ErhnaGeddon” deck, named for the 


| combo. These fast-mana decks could 
_| devastate most opponents by easily drop- 
_| ping the 4/5 monster Djinn on turn three 


and destroying all lands on turn four. By 
the time opponents recovered enough to 
handle the Djinn, it was too late. A nice 
byproduct was that Armageddon basi- 
cally nullified Erhnam Djinn’s drawback, 
since you no longer had any forests in 
play. Another trick to play with Ernie 
was to wait until your opponent attacked 
with his Forestwalker, and then sacrifice 
your forests to Zuran Orb and block the 
now forestless attacker. 


‘All of target player's 
‘creatures, lands, and artifacts | 
‘come into play tipped, 


| Stasis—Kismet was the cornerstone lock 

| of the original Prison-style deck. Both 
_ | Stasis decks and Turbo Stasis decks used 
| Stasis to lock tapped cards into a perpet- 
| ual tapped state, while Kismet forced 
_ | opponents to put all permanents into 


play tapped. With all land, artifacts, and 


_ | creatures tapped, opponents were helpless 


unless they could break the lock. But 


i keeping the lock in play was also tough. 
| Different versions of Stasis decks used 
| Birds of Paradise and Instill Energy to 


pay the upkeep every turn; Time Ele- 


| | mental to bounce Stasis back to your 


hand so you could recast it, and Squan- 


| dered Resources to find more land to 


help pay the upkeep cost once your lands 


Fastbond & 
Storm Cauldron 


| | Another combo that got a card banned, 
_| Fastbond and Storm Cauldron almost 

| cracks the top 10 with its Channel-esque 
_| mana generator. Fastbond, banned after 

| this combo became popular, is an 

| enchantment that lets you pay 1 life each 
| | to put extra lands into play.Storm Caul- | 
| dron bounces land back to your hand after} 


you tap them. Used together, you can play 
and tap the same lands over and over until 


/ you run out of life. You can use that mana 
| to pump up the heat on a Fireball or suck 
| your opponent's life away with a Drain 


Life. What keeps this combo out of the 
‘Top 10 is the cost of Storm Cauldron. At 
, you need to stay alive too long to make 


| Icy Manipulator 
| & Winter Orb 


_| Other Prison decks preferred our num- 
| ber seven combo to Stasis because it was | 


easier to keep the lock in place. Winter 


| | Orb locked down most of your oppo- 


nent’s land because players can only 
untap one land per turn. You could then 
tap one land (or a Mox or a Diamond) 
and the Icy Manipulator during your 
opponent’s upkeep phase to tap the one 
land he or she untapped that turn. A 


| second Icy could then take care of any 
| land your opponent played that turn. 

_| About the only key to this lock was 

| Crumble. At least one very cruel player 


| added Vodalian Mage to this mix to 


make sure opponents couldn't even cast 


| crumble or other one-mana spells. 


y with the cards in your hand 
spon thefable Lh you dg & 
cH sue brs 


fore ie pour 
eo ae ae ter, 


Enduring Renewal, 
Goblin Bombardment, 
& Shield Sphere 


Dubbed “Fruity Pebbles,” the five-color 
Extended deck that surrounds this 
combo blasted onto the tournament 
scene at Pro Tour Qualifiers in late 1997 
and early 1998. Tempest brought players 
Goblin Bombardment, which allows you 
to sacrifice creatures to deal 1 damage to 
a target creature or player. Bombardment 
appeared just as Enduring Renewal left 
the Standard environment. But in 
Extended, this powerful damage engine 
still shines. The zero-cost Shield Sphere 
provides early defense and then drives the 
engine as you sacrifice it to Bombard- 
ment and recast it for free over and over 
until your opponent is dead. 


AW, 
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put them into your 
‘hand. Reshufile your Nbeaty 
arerwards 


Land Tax & 
Sylvan Library 


The most combo-able card on the list, 
Land ‘Tax makes its second appearance 
along with the best green deck-manipula- 
tion card of all time, Sylvan Library. 
When ErhnaGeddon decks made 
green/white the colors to beat, this combo 
forged its way to the top. The Library lets 
you look at three cards per turn, while 
Land Tax allows you to pull lands from 


/ | your deck and, more importantly, shuffle 


your deck every turn, so you see three new 
cards each turn with the Library. This 
combo probably accounted for Land Tax 
becoming restricted—and then banned— 
in both Standard and Extended play. 
Sylvan Library is still around and finding 
new partners, like Abundance from 

Urza's Saga. 


( Humility & 
Orim’s Prayer 


Our number-five combo is another 

| control combo, this one geared toward 
shutting down creature damage. 
Tempest, the same set that gave us 
Tradewind Rider and Bottle Gnomes, 
provides both halves of this all-white 
combo. Humility turns all creatures into 
1/1 creatures with no special abilities, 


while Orim’s Prayer gains its controller 1 | 


life for every attacking creature (thus 
totally negating all creature damage). 
After creature damage has been shut 
down with only two cards, the rest of 
the deck could focus on protecting the 
combo and beating the opponent. 
Humility proved so powerful (and con- 
fusing) it spawned pages of errata. 


Prosperity & 
Cadaverous Bloom 
Although the deck Mike Long used to 


win Pro’ Tour—Paris (and which almost 
brought him a National Championship 
in 1998 before it slipped from his grasp) 

| actually consisted of multiple card com- 
bos, ProsBloom always hinges on these 
two cards. With enough mana from 
sources such as Squandered Resources 
and Natural Balance, the ProsBloom 
player casts a large Prosperity and then 

| sacrifices those cards to Cadaverous 

| Bloom to power up a death-dealing 

Drain Life. The power of ProsBloom 

was its ability to consistently complete 

| the combo and win on turn four, by 

using card-drawing cards such as 

| Prosperity, Vampiric Tutor, Impulse, 
and Meditate. 


: Recurring Nightmare 
| & Survival of the Fittest 


The number-three slot contains the 
most recent combo on the list. Night- 


| mare Survival, a new breed of control 


deck, stormed into the 1998 World 
Championships. Survival of the Fittest 
searches your library for key creatures 
and fills up your graveyard with other 
key creatures. Recurring Nightmare 
then brings any creature you need 


| directly into play from the graveyard. 


The creatures have “comes into play” 
effects that help control the board 
(Nekrataal and Uktabi Orangutan) or 
effects that reset when they reenter play 
(Spike Weaver and Spike Feeder). 


Nightmare Survival wins by using Sur- 


_ | vival to put a huge creature into the 


graveyard, followed by Recurring Night- 


_| mare to bring it into play. 


Ano} 
Sacrifice any in this way. All players 
then equalize cards in hand an 

then creatures in play in the same 


Balance & 
| Zuran Orb 


Balance was a “sleeper” card (an R&D 
term used to describe a power card play- 
ers don’t notice right away) that avoided 
players’ notice for a while and then burst 
onto the tournament scene with a 
vengeance. Eventually restricted and 
then pulled from Fifth Edition, the true 
power of Balance was realized when 

Ice Age brought us Zuran Orb, With 
Zuran Orb in play, you could cast 
Balance and then sacrifice all your lands 
to the Orb, forcing your opponent to 
discard all of his or her lands. This 
effectively gave white an extra Arma- 
geddon and a super Stream of Life. 

The trick was best performed with no 
cards in hand and only one creature 
(Serra Angel, natch) on the board. 


| Total control. 


| Black (8) 

1 Drain Life 

4 Infernal 
Contract 

3 Vampiric Tutor 


Blue (15) 
4 ee 


Gold (8) 

4 Cadaverous 
Bloom 

4 Squandered 
Resources 


Green (4) 
4 Natural 
Balance 


| les (2) 


Lands (23) 

4 City of Brass 

4 Forest 

4 Gemstone 
Mine 

5 Island - 

1 Plains 

5 Swamp — 


Sideboard 
2 Abeyance 
4 Chill 
1 City of 
Solitude 
1 Elephant Grass 
2 Emerald 


Channel 
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[ STORY by J. ROBERT KING. 


‘ 


Ae Heed to Rath od Te Weather: gt £ 


Tire his fateful, final encounter with Selenia, » 


Crovax attempted to free his: soak 


tg is & nal story of Crovax i in his youth, {3 at “the De of this digt 


he wt Ul be a man—his destiny at hand—and his fate will be 
sealed by his love for an angel: 


PART THREE: 


ORNING CLOUDS SYREAMED 
past, blue-white bunting beyond 
Weatherlight’s rails. Far below, 
the rising sun laid a shimmering white runner across a 
murmurous ocean: Sunlight burnished the airship’ § plank- 
ing and made its sails clow like angel wings. 


Standing at the ships helm, Crovax beamed.’It. was a: 
| perfect morning. He ‘was the only one on the -bridge— 


he'd modified Tahngarth’s work roster to make sure of it. 
“All my life has been for this moment,” Crovax whis- 
pered. His dark skin shone with an inner light and his 
brown eyes gleamed with joy. No longer the idealistic 
youth, Crovax had grown into a strong man in-his prime— 
brave, resoutgeful, canny, and proven in battle. At last the 


man born to greatness had inherited his destiny. “All my ne 


I have worked to-be worthy of you, my love. Today I am.’ 
He lifted his. hand to the jewel at his throat and-drew 
the glass stopper from its base. Out poured. a: scintillating 


_ cloud of glowing motes ang sparks, the soul of his beloved 
: “angel: Secret guardian, secret love, Selenia had. ‘spent these 


lon Years a eaptive'to. the gema. Today, she would be freed 


fern, the stone} and poms to, the stone's wearer. tee 


BRS ulcl He martied: Bee 


“slow niles of her pikibaee Sélanig He Bef’ Weaver 


Lights helm, Ax surge brought her swooping ‘down to light 


‘beside Crovax. Her wings folded, and she-took the’man’s. 


atk hand in-her own bright one: 
Good morning, loves: As aig, “Today we will be 


_ married.” 


“Who will marry us?” ies Seifmn looking about the 
empty bridge. ; Won't you at last tell the crew. v.of our love?” 
Ves, once we. are married. ee 


and he stared deeply into her shimmering eyes. “The 
moment I first met you, I bowed like this before you. I 
bow again, for from that moment to this, you have been 
mistress of my heart.” He gazed into her piercing eyes. “I 
love you, Selenia. I pledge myself to you. I will forever be 
your servant, but you shall no longer be mine. On that. 
first night, you asked that I free you. I pledged I would 
once I was a match for your master, my father—once | 
was a man worthy of you. At long last, that day has come. At 
long last, I-will grant your first wish— 

Crovax lifted high the tiny crystal stopper, which 
glinted like a diamond in the sun’s beaming eye. “This is 
the key to your prison. It bears: the enchantment that 
binds you to the gem at my throat, Even’ as I forever 
pledge myself to serve you, I release you'from your sérvi- 
tude to me.” He slammed the stopper onto the. ship’s 
helm. The ‘crystal shattered in his palm. As-he raised his 
hand back up, sunlight broke over shards of glass em- 
bedded in. blood-streaming cuts in Crovax’s palm. “Let 
this blood signify my devotion. From now, forever, my 
soul is yours, Selenia.” , 

‘A smile of trembling. joy spread-aetos 


. She reached-out toward the man knee 


her hands never quite laid hold of him. 


_ rose wraithlike between them. Her fingers, turning incor 


poreal, passed through his grasping hand; 
fled her face, replaced:by fear and despair. 

“What is it?” Crovax gasped, rising. He ee to she 
her in his arms, but he might as well have oe a 
cloud. “Where are you Soni 

“Your father summons,” she said. A pang of dread 
stitched itself across her face. “He has made nother 
prison; enchanted a new crystal. He knew you would free 
me, and now his ring lays hold of my, soul, I must E £0. He 
summons me. The manor is under attack. He summons. I 
must oo. 

“Wait!” Crovax shouted in miséry. “I have freed you—” 

Already she was as thin as a memory. “Your: fath 


e cannot have you! I will 


servant ae i will save. 


ssons, ante sheared, cheped and molded to be as 
6ld and caleulating as Father himself. 
Perhaps it was necessary—the danger-filled jun- 
les of Urborg masticated lesser men. Perhaps 


Father's fierce nature rose inevitably from the’ 
death of his young wite, his lifelong love. But . Sud ently 


Father's strictures made him hateful to. 
Crovax, made Crovax’s childhood a veritable 
prison sentence. 

How could a man who had lost his own 
love steal the love of his son?’, 
Father was down there, in that horrible 
jungle, and Selenia was down there too. 
Weatherlight dipped toward the ocean and 
stooped like a falcon.upon the isle. Dark 
forests swelled upward. At the end of a val- 
ley, Father's manor lay—cylindrical, towers 
and domes.of thatch, stone walls and verdant 
ourtyards,/portcullises and. small. windows 
ablaze with lantern light. ee 
Not lantern light. Fires. The manor’ owas 
: burning. 
 “Land:the ship!” Crovax shouted.” The manor is 
iene Irs burriing!” .° 6 Fg 
_“There’s a clearing aliead,” fick called out ee 


t ‘the: ‘door to. the bridge,. eis three,: three hundred 


as oS broke and cay The ae sétdown. 


Crovax leapt overboard and darted toward a dark figure 


silhouetted in flames. The-man stood beside a saddled loper, 
_the huge creature's red’ scales marked with bloody gashes. 
-“Jelav!: Crovax shouted. “What is happening?” 

Jolav staggered about, his armor scorched and scored; his 
face bleeding. No longer a. boy, Jolav’s jaw was strong, his 
nead ‘shaved: like Father's: A battered ‘and ‘bloody sword 
ung in hi & ip. ppetine haunted. his eyes. “They killed 


shaking the man 


athe ee 


a swarmed with 


them— massive 
‘and twisted 
figures, twice 


the height 


era man. 


hunting. His mount came back empty. | 
south landing. They almost killed m 

Crovax clenched his jaw and drey 
kaleidoscoped thtough him. Father was dead Relief and j jo 
should: ‘have filled him. But even though Father had been. 
Crovax's captor, Selenia’s master, he had been a rock, terr: 
firma for Crovax—imraovable, inescapable, unopposable—_ 
the ordering and orienting principle. It was only in opposing 


‘him that Crdvax‘could stand at all. The young lord felt a 


sudden vertigo, adrift in the sky. 
“Who has done this?” asked Sisay, now standing beside 
_ Jolay, a comforting hand on his shoulder. “Who has done | 
this?” : 
“Monsters. Fiends. Callow: .Gallowbraid and 
Morinfen they called themselves,” Jolay panted. 
His sword trembled in remembered fury. “They 
led monsters out of the swamps—a portal 
there—from somewhere they called Rath.” 
Sisay sent a grave look toward Gerrard, 
Rofellos, Hanna, and the others crowding up 
beside them. 

“They came looking for you, Crovax,” 
Jolav said, suddenly bitter. “They came 
looking for you. But this is the last plac 
youd be.” 

“Tam back,” Crovax Stiapped: 

“So are they!” Jolav growled, setting his 
feet for a charge. 

The others had only moments to turn and 

lift their swords before the beasts converged. 
Suddenly, the jungle swarmed with them— 
massive and twisted figures, twice the height of 
a man, with dagger teeth, dead-white eyes, 
ravening claws, and skin like rawhide. Then there _ 
was no more time—only the clangor of steel on 
tooth, claw on armor. Mind reéling, Crovax was slow to 


defend himself. ee s own we bloodied nd battered a as it 


Toles roared nae fatigue. Must 
Crovax’s blade came to life. He rae a beget se 


ee: spilling. in blood and gristle at his fe 


monsters. Shing they tumbled together, ae ae 
oe for his father, 


the elven mage Rofellos. The crew stood about ate 
tender good-byes. Crovax had neither time nor sanity 
cnouge to dwell on the ae 


ests, Crovax dug his heels into the. 
bounding forward. In three long: 
Weatheriigh, Aus burning manor 


: : £ Father had eel Brivin® earth, 
nia was his heaven. If he found her, he could right him- 
ean, | * : 
he south landing. That’s where ota cn a Father lay. 

wax sent the wounded steed pelting along the path. He 
mbered each twist and turn. 
They reached the landing. The body lay on the fir side. 
tovax spurred the beast across the landing and 
dropped from the saddle beside the dead man. 
_ Father lay on his back, a line of blood leaking 
from his lips. He stared, wide-eyed and fearful, 
to the bald sky. The man actually seemed 
small. His hands, which once had wrestled the 
entire estate from the unforgiving jungle, lay 
| now dirty and clutched to his belly, and his 
knees were pulled upward. He who had bee 
a whole world to Crovax now seemed nh a 
child. 
Crovax knelt there and sadness swept 
through him. He laid the man’s legs flat, 
oothed his hands on his chest and, last of 
all, closed forever his eyes—those fearful, sad, 
unseeing eyes. “Rest, Father. Rest.” 

Only then did Crovax see the ruby pendant 

at the man’s neck—twin to'the one he himself 

“wore. Selenia would be within. Father must 

have been slain just after she arrived..., A quick 
inspection showed no crystal stopper. Crovax’s 
ingers found a ring of glowing orbs, held together 
by twining gold. He clutched the ring in his hand and 
felt the power welling in it. 
“Selenia, I summon you! Come forth!” he cried. 


Edeneath his feet, the boa were clear and chole above. 
Ae had said farewell to Father and hello to his love. Even 
w, she was purging the land he once had fled, the land he 


( rover 
® reined up beside 
her and clasped 
herhand. 
Rise. Soldmia: 
Vou will never T 
bow to me 


again. 


day. 
Selenia’s eyes, jit fB 
terror. “I must go.” 
“No!” he cried, “No! What is ina pfainie 
“Another claims me, Crovax,” Selenia said 
not free. | was never free.” 

“What?” Crovax shouted. “You cant leave. You 
can't betray me—I love you!” 

“I must. I belong to another.” 

A great, glowing circle opened in the dis- 
tant jungle, a portal to a dark place of ash and 
fiends, The rim of the portal danced with 
flames. Its center thronged with beasts like 
those that had laid waste to the manor. No 

sooner had the doorway swelléd into exis- 
tence than Selenia was drawn toward it. 

Crovax chased her as she slipped ever out - 
of his reach. “I will find you.” 

Selenia gaid,.“Yes, love. You. will find me. 
hey will’ draw.you to me, You were never 
free, either,” 

Then she’ was gone, swift asia.gray dove 
” among Black boughs and scimitar leaves. She 

passed into the portal, and the hosts’ of evil drew, 
her into their arms. Next.mornent, the fiery hole 4 
closed to utter,darkness. 

© Crovax ‘staggered fo, aestop. He stood: Stunned, . 

Aiousd him the others—Sisay and Gerrard, Hanna, Mirr 

Orim, and « -Tahngarth—gathered. -eventually, They r= 

rounded Crovax, just, as. they had surrounded Rotel C 

mourners around a man. slain i in his prime. aehee 
Perhaps I have ‘Been slain rover sg ‘Porhaps 

dead. ‘ 
“He could not. a a companions” "hands ‘én hs croulden 


no seen 


He could not hear their soothing. voices. Their sympathy was 


nothing to him. And in their eyes he saw only his ¢ own gaze. 
The spark was gone. 
All light had fled. ed 
The windows to his soul were dark, -mad.. -dead, Pe 
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The Journal automatically chronicles your 
quest by identifying spells, describing 
abot ume | creatures encountered, cataloguing magical 
wD recipes, showing skill levels and 
automapping your location. 
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yond the portal ie 
e most powerful 
Lands of Lore’ 


Breathtaking 3D enhancements display 
the most intricate and immersive 
Lands of Lore world ever. 


Be a Warrior, Wizard, Cleric or Thief 
or combine two or more professions to 
customize your character class and 
strengthen your skills. Also, choose a 
magical familiar from any of the four 
guilds as your companion who will 
scout, spy, fight, heal and steal for you. 


Interact with scores of intriguing characters as Hundreds of spells and enchanted 
you trek through six distinct gameworlds items enable you to conjure magic, 
including: the Frozen Wastes, the Shattered gain special abilities and ensure your 
Desert, and the haunted Underworld. survival. 


FLOWSTONE BLADE _-KARN, CLAWS OF GIX 
SILVER GOLEM 


4/4 


CURSED TOTEM 


YOU [siackiBiueE} 


BH our opponent is Terry. You were all set to rock her 
world with an Extended black/blue/artifact milling 
deck...unti she sat down at the table with a 200+ 
card deck, that is. Still, you figure anyone with that large a 


deck should be easy pickings. However, you've just drawn the 
last card in your library and Terry is at 101 life. Things don’t look ISLAND [1] SWAMP [2] 


good. It is the start of your main phase. Defeat Terry this turn 


MANA VAULT 


without losing. (Assume Terry has no “pitch” cards in her hand.) 


STEAL PARA 
(14 counters) RESOURCES ENCHANTMENT 


BOTTOMLESS VAULT CONFISCATE SQUANDERED 


Helm of Possession 


player's graveyard from the game. 
2, Sacrifice Phyrexian Furnace: 
Remove target card in any graveyard 
from the game and draw a card. 


‘: Remove the bottom card of 


‘You may choote not to untap Helm of 
Possession during your untap phase. 
2, 8 Sacrife aera: Gain contra 
‘oftarget creature es long asyou control 
Helm of Possession and Heim of 
Possestion remains tapped, 


BOTTLE GNOMES HELM OF 
1/3 POSSESSION 7/7 
Gtolen by Helm) 


en ie q 'W, Sacrifice Copper Gnomes: Choose eI is int © Barrin, Master Wizard counts as a Wizard, | 
esas arene cee et fea ard in your hand and pu eveard om flap nd tee Pepe aieeleadoblinal 
sacrifice Mox Diamond, that artifact into play, fo your mana pool, B creature to owner's hand, 
4s: Add one mana of any color to your Start with eleven gnomes and a room of 


‘ se eat Instead of creating a rool that would ‘nouledge is no more expensive th 
sana pool Fay thi aby ba mane BT once ne en ea be damaged by heat, the Than buat tumoral a leat ay sat 


Label ‘one that teas charged by it, 


MOX DIAMOND BINDING COPPER GNOMES CATHODION BARRIN, MASTER WIZARD 
GRASP 3/3 


‘8, Remove Feldon's Cane from the i 3: Hach player puts the top two Bet aes i te Rail es : Retwen Wizntd Mentor | earn Macotiig 

game: Shuffle your graveyard into 1 ? fi cards of Kis cefen ibfary. goto his Pap daia at cap We (ede ent eons co WHEE 4: Morin wing an et, 
it | veya 2! Puta Minion token int 4 Morphing cana be the ane el 

your brary. Viale hom on ocenne eet ; for her graveyard “Teen his roken a. black Abbas tom of he aden gh cette wi end ae i 

Feldon found the fist of thee canes et it opened many doors 2 a hou ilo ad. 1 ha Toone swords and dull minds wih power and uphneecch equal une he snc that culd | ALS aU le 

{frozen in the Ronom Glacier do befor many “Whetstone insription ee RC summon only Blackboard: 4 Morphing ges 1741 lend fu, 
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FELDON’S CANE ALTAR OF DEMENTIA WHETSTONE PHYREXIAN PROCESSOR MORPHLING 
(paid 4 life) 3/3 


Bp Recurn target permanent to owner's B When Sten Proctor comes into play Each player discards his or her hand jg : : 
i hand. ‘teturn target artifact or enchantment and draws cards equal to the greatest, Gi >: Add & to your mana pool for 
B to owner's band. B pumbera pier dhestded uray. | | ach arufact you conteal 


F controls or sacrifice Gilded Drake. f f land to another, (The enchanonent’s ; ‘ rere th hah 3 Til your mind enth Knorsledge, ce The academy esorked with tone at 


‘When Gilded Drake comes into play, 
exchange control of Gilded Drake for 


o of from one 
B target creature one of yout opponents zene anne 


back yesterday, bid time 


not target must Be legal, 
g Bus ‘beware, q nikaeh be legaly. 


snl Stata | Se : ame 


VICTIMIZE GILDED DRAKE 3/3 ENCHANTMENT ALTERATION BOOMERANG 


Kos After che, spa scoped sone eithin 
Jor reach. 


You may choose to play Armot of 
‘Thoms as an instant; if you do, 
bury it at end of curn 


Play anly-o9. a nonblack creature 
Enchanted crearure gets +2/+2 


ARMOR OF THORNS ENFEEBLEMENT GIANT STRENGTH 
21-2) (+2/+2) 


may choose to play Ward 
Lights as an instant; if you do, bury 
it at end of turn 
Enchanted creature gets -2/-1 


pes not bury Ward of Light 


Sea, from sea to 
He'd, from field to bone. 
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Of THE COAST® 


The DCI™ players’ organization ensures 
a quality tournament environment. 
Whether you're playing for props 
in your local game store or big cash in 
Hong Kong, the DCI makes sure 

all you have to worry about is the game. 


: -~ DCI. We make the call so you don't have to. 


Encourage your local retailer to organize 
a DClI-sanctioned tournament. 


Questions? Call (800) 324-6496 


and ask for a DCI representative. 


For a tournament near you, check out 
<http://events.wizards.com/DCITournament>. 
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inalists in the 1998 Star Trek CCG 
World Championships (November 14- 
15, 1998) had no less than the United 
States Army serving as host for the sec- 
ond annual event. A distinct change in 
locale since last year’s splashy Vegas tourna- 
ment, Fort Monroe, Virginia, rests comfortably 
on the Chesapeake Bay and contains the very 
old Chamberlin Hotel, wherein 40 regional 
Trek champs met to determine who would be 
the one to beat next year. The Duelist’s backyard, 
the Pacific Northwest, boasted the top three 
players, but with talented finalists flying from as 
far away as Belgium, no one region was guaran- 
teed victory. David Bowling, 1997 champion, 
definitely had his work cut out for him defend- 
ing his title. 

The Bajoran vibe that would begin to over- 

take the weekend struck early Friday evening, 
when the lovely and talented Chase Masterson 
(DS9s Leeta the Dabo Girl) dropped in on the 
opening reception to wish the players luck in 
the upcoming games. Masterson stuck around 
the entire weekend, chatting with players (and 
occasionally the press), learning how to play 
Star Trek from Decipher’s Kathy “Major 
Rakal’ McCracken, presenting awards to the 
finalists, conducting audio interviews of players 
and Decipher folks (she’s co-host of Sci-Fi 
Entertainment on the Sci-Fi Channel), and 
generally looking like a million bars of gold- 
pressed latinum. 
Saturday began bright and early for the 40 
finalists, although fortunately for this reporter, 
the press was not required to make the very first 
match of the day. Fight timed games filled that 
long and (for some) grueling day. Players were 
matched according to Decipher Swiss ratings, a 
system based on win-loss record and the point 
differential in victories. Eventually, the field was 
winnowed down to a mere twelve finalists. 

The 28 players who didn’t advance to the sec- 


_ ond day weren't left standing with their p’ahs in 


their hands, but engaged in the soon-to-be-tra- 


ditional “Second Day Sealed Deck” tournament. 
| Each of the 28 received a Star Trek Official 
_ Sealed Deck that contained a surprise: the eight 


mium cards from the new Starter Deck II! 
like the Ferengi Outpost (where all affili- 


tournament play) livened up the proceedings. 

The secondary tournament, which was com- 
plete with it’s own trophies and sub-division in 
the closing awards ceremony, came down to a 
match between Michiel and Tim Pillards of 
Hasselt, Belgium—coincidentally, the first pair 
of brothers to qualify for a Decipher CCG 
World Championship Final. Bringing pride to 
Prodigal Sorcerers everywhere, Tim walked 
away with the OTSD trophy on Sunday. 

The final game of the World Final featured a 
returning participant. Although last year’s 
champion, David Bowling, had been knocked 
out of the top twelve on Saturday, 1997's num- 
ber two player, Seattle’s Todd Soper, met with 
Bill Chien, a computer store owner from 
Shawnee Mission, Kansas. 

Soper’s deck showed a shrewd design that 
met the 30-card draw deck minimum exactly. 
The deck centered around using the Remodula- 
tion interrupt to cycle cards quickly and getting 
the deck’s personnel (a mixed bag of Feds and 
Non-aligneds, including two variations of Bey- 
erly Crusher) and one ship (a meager Flaxian 
Scout Vessel) into play. Once there, very few 
dilemmas existed that could stop the carefully 
selected crew (backed up by a handy Gen- 
etronic Replicator). 

Meanwhile, Bill Chien’s Bajoran deck 
bounced Todd’s personnel around between two 
quadrants (Alpha and Gamma) by means of a 
mess of Wormholes and Space/Time Portals. 
Although Soper managed to score 65 points 
despite this rough ride, Chien’s high- 
INTEGRITY Bajorans (and a couple of 
Soong-type Androids) zipped past no fewer 
than three Q dilemmas to easily accomplish 
three missions, scoring 100 points. Next year, 
Bill Chien is the Star Trek player to beat. 

On a more personal level, it bears mention 
that during a slow point that first Saturday 
afternoon, this reporter had the opportunity to 


_ engage a correspondent from another magazine, 


InkWest—I believe they're a trade journal for 
card printers like Carta Mundi—in a DS9 
Sealed Deck game. Since I have been playing 
Star Trek since its release, and my opponent _ 
had only learned recently, I naturally fell behind 
quickly. The game was nearly out of my Brasp, 


can teport ane mix in one big oo when luc 


e€ score is Duelist 
to the _ 


Card Game News 


MJDDLE-EARTH: THE WJZARDS(Iron Crown Enterprises, Charlottesville, VA) 
The Balrog is at the printers at the time of this writing and 
should be on shelves now. This expansion will be sold in two 
starters—period. No boosters; all the cards you need are in 
one of the preconstructed decks. While this is technically the 
last Middle-earth expansion, I.C.E. is currently redesigning 
the TCG from the ground up in order to shorten playing time 
and make the game easier to learn. This new game is tenta- 
tively called The Lord of the Rings Expandable Card Game 
and should be semi-compatible with the original TCG. 


ice@ironcrown.com www.ironcrown.com 


HJGHLANDER (Thunder Castle Games, Kansas City, MO) 

The Four Horsemen, which debuted at the fantasy-themed ShawnCon, is in stores now. TC 
Games rolls out The Ramirez Edition, in March of 1999, which will focus on the titular 
immortal while somehow not using a clear picture of the actor's face. Thunder Castle also 
recently announced that they have acquired the rights to produce a Conan TCG (drawing on 
the syndicated series and the Schwarzenegger films) along with games based on the comic 
book properties Shi, Lady Death, and Vampirella. All will use mechanics similar to High- 
lander’s “Swordmaster” system, although they may not be compatible. TCGames@ aol.com 
www.tegames.com 


STAR WARS CCG (Decipher, Norfolk, VA) 
Now that the 300-card Special Edi- 
tion and Enhanced Premiere Packs are 
in the stores, the next event on the 
Tatooine horizon is Endor, due in 
March 1999. Expect Ewoks. Next 
summer will bring Death Star II, the 
end of Decipher’s “first pass” through 
the classic trilogy, although there’s 
plenty more in the works. Expect a 
separate, incompatible Episode One 
game by the end of the year. 
CCGCustomerService @ decipher.com 
www.decipher.com 


SHADOWRUN 

(FASA Corporation, Chicago) 

It looks like the end of the 
run for this futuristic TCG. 
The next expansion, Corp 
War, and the Second Run edi- 
tion of the basic set have been 
canceled, and FASA has no 
plans for immediate develop- 
ment of the game. 

FASAInfo@ aol.com www.fasa.com 
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Vader. I've reached the main ee generator. The shield will be down in 
You may start your landing,” says General Veers. As the words leave his lips, 

merging from the Rebel snow trenches, a dozen fuzzy, bug-eyed Eloms 
saulting the fearsome walker Blizzard 1 with reckless abandon. When 


iy ‘ou _ dare, o play Imperials in your 
_Dashede deck these days. With the 
yp _ pool of cards currently available at this 
writing, it’s possible to effectively play 
a Light deck that contains as many as 20 Eloms. 
There are many varieties of Elom decks out there, 
based on either Tatooine or Hoth. Some stock 
main characters, some don't. Every Elom deck 
relies on the same thing, however—the certainty 
that the opponent is playing Imperials. 

Last time I checked, Star Wars was about the 
rebellion against the Empire, and it featured 
heroes like Luke Skywalker and Obi-Wan 
Kenobi. Why, then, are some of the better Star 
Wars CCG players not using these heroes? 
Because pound-for-pound, Eloms are better. 
Eloms remain an unfortunate fact of life until 


Decipher releases new cards to deal with them. 
Until then, here are a few ways to get around the 
furry little bastards. 


Welcome to the Freakshow 

The easiest way to hamstring the Elom power 
bonus? Just play aliens. Without an Imperial at 
the same location, Eloms become a bunch of 
expensive power-1 aliens. There are good decks 
that don’t include Imperials, many revolving 
around Jabba’s Palace: Audience Chamber. “Rep- 
resentative’ decks—especially Myo/Abyssins 
and Pote Snitkin/Skrillings—present powerful 
options. 

Alternatively, there are some excellent unique 
aliens—Zuckuss, Djas Puhr, Bane Malar, Jabba 
the Hutt, and Prophetess—who draw battle des- 
tiny alone and are immune to attrition <3 (<4 in 
Jabba’s case). There are also the incredible inflat- 
able Dengar, Bossk’s +1 attrition, and J’Quille’s 
built-in Vibroaxe. Low destiny remains a draw- 
back for these unique aliens—usually it’s 1 or 2. 
Use Takeel to turn those destinies to your advan- 
tage, and a “Septoid” droid to soak up two or 
more battles’ worth of attrition. 


It’s not unusual to see decks that mix these 


countertactics and even include Darth Vader on — Beginning this issue, we 


occasion. Even if your deck contains no pilots, it offer Duelist readers 
might still make sense to play Blizzard 2 and monthly insights into the 
Blizzard Scout 1, and whether you're using mostly Star Wars CCG by 
unique or non-unique aliens, Scum & Villainy is strategy writer (and 


Duelist editor) Michael 
Mikaelian. In his 
premiere column, our 
resident Sith Lord 
addresses the heartbreak 
of Elom-itis. 


a natural choice for a character-heavy deck. 


To the Moon! 


The other obvious option is to play a full-on 


space deck. You can still expect to come up 
against Captain Han Solo in the Millennium 
Falcon in an Elom deck, but if you're playing a 


true Imperial space deck, your opponent will 


have to choose between losing either the Fa/- 
con or a ridiculous amount of Force in that 
confrontation. There are only two things your 
opponent can do to slow you down—Mantel- 
lian Savrip and Landing Claw—so have a way 
to deal with these two cards and you should 
be able to work around most other Light side 
space strategies. 

Reducing or blocking your opponent’s Force 


drains can be the difference between winning 
and losing. This is especially true if you decide to 
go with Star Destroyers as your primary force. 
Imperial Decree and Undercover Spies are two 
powerful methods that can work together to sig- 
nificantly slow down your opponent’s Force 
drains, or even eliminate them altogether. 

If youd prefer to draw more cards and get your 


forces out more quickly, try one of the various 
TIE decks. TIE Scouts make a good basic unit 
since they have 4 destiny and 5 hyperspeed and 
deploy for 2 Force. If you make Kessel your stag- 
ing area, Scouts cost a mere 1 Force. 

These are only two of the many possible solu- 
tions to the Elom epidemic. While an Imperial 
ground deck is suicide, you can still build well- 
rounded decks that are immune to most Elom 


strategies. It’s a pretty safe bet that Special Edi- Michael Mikaelian 
tion will have just the thing to make playing would rather face a horde 
Eloms a risky proposition. Until then, be careful 9f Eloms than a pack of 


out there. © retailers any day. 
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Ringside 


by Wolfgang Baur 


“Four things greater than all things are, 
Women and Horses and Power and War.” 
—Rudyard Kipling, The Ballad of the King’s Jest 


n recent months, the Hidden 

Emperor episodes have given 

the Unicorn clan a tremen- 

dous boost. Some would say 

this is only fair, since the Uni- 

corn have long had trouble 
keeping up with Crane, Phoenix, 
and Lion decks—but in the new 
order under Emperor Toturi I, the 
Unicorn are tasked with ensuring the 
rule of law throughout the Empire. 
While a few Unicorn samurai have left 
the provincial estates of the Unicorn 
(most notably Shinjo Yasamura, who 
married Hida O-Ushi to become Hida 
Yasamura), many more have taken up 
duties as the Emperor’s magistrates, with 
all the power that implies. 

The Hidden Emperor card set reflects 
this newfound status, allowing the Unicorn to 
trample enemies with remarkable new speed. 
This improvement in the Unicorn’s fortunes 
comes from the influx of critical new action 
cards, a wide assortment of cheap and powerful 
personalities, and a new stronghold: the Otaku 
Palaces. 


Flow Like Water 


The secret to success with Unicorn has always 
focused on the same two principles: mobility and 
speed. Those two fundamental ingredients 
remain the same with the new stronghold, albeit 
with a few new twists. 

Speed is easy to define. With a good hand and 
the right gold-producing holdings, a Unicorn 
player can easily destroy an opposing province on 


Wolfgangs Unicorn 


deck is 10andO0in tu three—because your striking forces are cav- 
the FRPG sealed-deck league alry and your opponent is likely to have just 
in Renton— ‘infantry, your units will face no opposition. 


Moreover, it’s entirely possible to bring out the 5- 
force, 5-chi Unicorn clan champion Shinjo 
Yukatsu for no honor on turn 3. The secret is the 
5-gold production of the stronghold, which 


but he’s been avoiding Bolmes 
‘Blackened Skies” deck. 

He can be reached at 
nostredamus@juno.com. 


76 FEBRUARY 1999 THE DUELIST 


Overrun by the Crushing Hooves of the Unicorn 


ie 


makes it possible to bring Silk Works, Diamond 
Mines, and other high-cost holdings into play 
quickly. 

The other half of Unicorn strategy is more dif- 
ficult to quantify. A Unicorn player must be what 
the AEG designers and playtesters call a “water 
player”: a player who overcomes opposition by 
flowing around it, by never being where expected, 
and by always shaping the battle to his or her 
preference. The mobility of cavalry units is a big 
part of this, but using sneaky fate-card tricks is 
just as important. Typical examples of confound- 
ing your opponent’s expectations to win include 
the use of cards like Scout, Deadly Ground, and 
Shinjo’s Breath. In a similar vein, Shinjo Tech- 
nique adds to this effect by sending kihos and 
other actions bouncing back against the player 
who uses them against you. Kitsuki Kaagi’s Jour- 
nal prevents your opponent from targeting a per- 
sonality with the favor, with kihos, with ranged 
attacks, or with innate abilities. 

Likewise, when battles turn against you, actions 
like Shinjo’s Breath—or the experienced luchi 
Karasu’s special ability to switch your units—can 
make the best of a bad situation. Use the favor to 
send yourse/f home if you must. Unicorn mobility 
can keep a bad battle from getting worse. For this 
reason, it’s vital to avoid the disastrous effects of 
cards such as Root the Mountain and Trapping 
Tactics, which destroy your mobility. 

Finally remember that every water player 
should fear fire. In the Unicorn’s case, this means 
fearing duels (most Unicorn personalities are 
only so-so duelists) and fearing events like The 
Otaku Stables Burn or The Hidden Emperor. 
None of these threats is too terrible; they may 
slow you down, but the excellent Unicorn gold 
production means that you can often recover and 
field even larger units. As Miyamoto Musashi 
might say, “Water smothers fire.” 


Confound the Enemy 

Several of your cards allow you to destroy oppos- 
ing cards outright. For instance, as a reaction, you 
may bow the Otaku Kamoko (experienced 3) to 
destroy any personality assigned to a battle; then, 
using Karasu, send Kamoko home in exchange for 


someone you left behind at your fief. 
Likewise, Scouting Teams allow you to 
destroy bothersome terrain cards, and 
Shinjo Technique allows you to turn away 
Refugees, ranged attacks, and so on. 

Tuchi Karasu (experienced 2) has 
joined the samurai order known as the 
Doomseekers, a group of dishonored 
Lion samurai seeking to expunge stains 
on their honor through brave deeds. 
While Karasu is a Unicorn and a 
shugenja rather than a Lion samurai, the 
order accepted him willingly. What dark 
stain of dishonor convinced the Doom- 
seekers to embrace a Unicorn? It’s 
unknown, but perhaps his friendship 
with the necromancer Kuni Yori had 
something to do with it. This story event 
gives Karasu the open ability to prevent 
another personality from entering a bat- 
tle—without bowing himself. All by 
himself, Karasu effectively negates your 
opponent's strongest unit. 

The new Otaku stronghold abilities 
allow you to attack with cavalry each 
turn—and then straighten one of your 
cavalry units when an opponent declares 
an attack. While your opponent often 
knows this, less experienced players 
sometimes forget to include that bowed 
unit in their calculations when weighing 
an attack. You should never forget to 


straighten cavalry as soon as the attack is 
declared. 


Strike Like Thunder 


The other secret to success as a Unicorn 


Dynasty Deck 5 


Stronghold: The | Otaku Palaces 


Fate Deck (63 cards) 


player is to bring enough force to any 
particular battle to win there, even if the 
overall force on the table is against you. If 
necessary, save up a couple of followers in 
your hand while paying for personalities; 
then, during your Limited Phase, attach 
three or four cavalry followers to your 
personalities and declare an attack. Sud- 
denly, your opponent is facing more 
power than expected—and may have to 
divide his or her infantry on defense, to 
boot. 

Once the attack has begun, keep your 
opponent off-balance. If you are trying to 
take two provinces in a single turn, shift 
a reserve cavalry unit from your fief to his 
province with Shinjo’s Breath. Use a 
Scout to throw down a Deadly Ground 
or Kamoko’s Charge before the defender 
can take any action. Swap the positions 
of two personalities using Iuchi Karasu. 
Reduce a personality’s force to zero or 
send them home using Ide Ashejun. 
Then, when you have destroyed three 
enemy provinces, wait a turn or two and 
use your province advantage. You'll be 
able to crank out more gold-producing 
holdings and mote personalities than 
your opponent can hope to generate 
from his one remaining province. 

Turning your province advantage into 
a personality and force advantage is 
especially important at the last battle, 
when your cavalry’s mobility does noth- 
ing for you. One easy way to win this 
last battle is by means of Kamoko’s 
Charge, which provides a +1 force bonus 


The Mighty 


1 Charter of the Unicorn Clan 3 Otaku Baiken 2 Akodo Dagger 

2 Hiruma Dojo 1 Otaku Kamoko Exp. 3 2 Avoid Fate 

2 Ide Ashijun 3 Otaku Tetsuko 3 Battle Maidens 

1 Inheritance 2 Otaku Xieng Chi 3 Charge 

1 luchi Karasu Exp. 2 Shinjo Groomsman 2 Chasing Osano Wo 
1 luchi Karasu Exp. 2 3 Shinjo Shirasu 1 Confusion at Court 
3 luchi Katta 3 Shinjo Sanetama 3 Deadly Ground 

3 Jade Works 1 Shinjo Yokatsu Exp. 1 Heavy Cavalry 

1 Kisada’s Funeral 2 Silk Works 3 Kamako’s Charge 
2 Moto Soro 3 Small Farm 1 Kitsuki Kaagi’s Journal 
1 Otaku Meadows 3 Stables 3 Medium Cavalry 


for every one of your cavalry personali- 
ties, followers, or tokens at a battle. 
With three Otaku Baiken and one 
Otaku Meadows cranking out followers 
each turn, you can soon turn your cav- 
alry units into units that resemble token- 
heavy Naga armies—with better 


mobility. Combined with Kamoko’s 
Charge, a Unicorn army can quickly 
generate a force of 30 or more. 


Ride to Victory 


With a proper mixture of speed and cun- 
ning, your cavalry forces can keep an 
opponent on the defensive long enough 
to make any defense ineffective. The 
destruction of one or two early provinces 


is crucial to your long-term card advan- 
tage and ultimate victory. Just keep your 
Medium Cavalry close at hand until the 
time is right, then ride over your enemies 
and leave their bodies in the dust. 


Magistrates 


1 Refugees 

1 Samurai Cavalry 

2 Scout 

3 Scouting Team 

1 Secret Blade 

3 Shinjo Technique 

3 Shinjo’s Breath 

1 Shiryo no Moto 

3 Superior Tactics 

1 Walk Through the 
Mountains 
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Thunder a 
Twiligh 
Revie 


by S. Micah Zdunich 


Twilight Dawns 


trap on your stillsuits and 
head for the ornithopters. 
The good folks at Last 
Unicorn Games and Five 
Rings Publishing have 
done it again with the release of 
the second Dune TCG expan- 
sion, Thunder at Twilight. One 
hundred eighty-three cards comprise 
this latest edition, released Rolling 
Thunder-style in three sub-expansions of 
61 cards each. 
The last Dune expansion, Judge of the 
Change, added three Houses to the 
original six and focused on different 
native Arrakian factions vying for 
their slice of spice pie. The Spice 
Miners Guild, the Water Sellers Union, and the 
Smugglers all proved themselves capable Minor 
Houses, not afraid to take on the big boys. How- 
ever, the big boys just got bigger. Thunder at Twi- 


light will showcase the new and improved Great 
Houses: Atreides, Harkonnen, and Corrino. This 
ain't no tea in the Sahara, mind you, but a contin- 
i uation of the unchecked greed and aggression 
that forever shrouds the desert planet Arrakis. 
First of the revamped new Houses is the 
rough, ready, and righteous Atreides. In a dan- 
| gerous gambit for power, they have given up the 
warm embrace of the water planet Caladan for 
the dangerous spice fields of Dune. The new 
: Atreides homeworld, the Duchy of Arrakis, is 
now a Dune fief and, as such, is not subdued 
i when you deploy Dune. With a respectable pro- 
{ duction value of four solaris and a resistance of 
S. Micah Zdunich’s 
stillsuit water 13 starting 
to taste a little too much 


five, you can also engage the Duchy and discard 
X favor to assign or discard X deferment tokens 
to or from a target non-homeworld Dune fief 


like Miller High Life, (try saying that five times fast). Ducal Tithes, an 
but he claims to prefer Atreides charter, engages to force each of your 
it that way. rivals to “donate” solaris to you equal to the num- 
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az 
Thunder 


Over Dune 


of 


ber of non-homeworld Dune fiets they govern. 
This is a great way to annoy players possessed of 
an unusually high number of deserts. 

The Atreides allies all receive new artwork and 
revised card text. With four arbitration, three 
command, and three resistance, Duke Leto can 
engage and pay solaris to raise or lower your 
declared favor by his command rank. The preco- 
cious Paul can now engage to assign deferment 
tokens to a subdued event equal to his prescience 
rank. Enhance his prescience to three and you've 
got instant Spice Blow benefits! Thufir Hawat 
can counter during amy rite for which he pos- 
sesses the corresponding talent. While Uhutir 
comes with intrigue and dueling, a couple of 
skill-granting enhancements could keep him 
busy all over the place. The new Gurney Halleck 
can have ventures attached to him for free. 

Perhaps the strongest of the revamped Atrei- 
des allies is the new Lady Jessica. This foxy Lady 
can engage as a declaration tactic to reduce the 
force generated by a target rite participant by X, 
where X is her weirding rank, which starts off at 
a respectable three. That’s amy target participant 
in any rite with a built-in reduction of up to shree. 
Wow. 

Last but not least, Duncan Idaho now sports 
Fremen allegiance—with a twist. If you govern a 
non-Fremen homeworld, Duncan changes alle- 
giance to Atreides. Regardless of who he’s work- 
ing for at the moment, you can assign Fremen or 
Atreides personnel to him. This is a powerful 
advantage, as Fremen troops rank among the 
strongest in the game. 

The vile and villainous Harkonnen remain 
ruthless bastards who leave no low spot 
unpunched and no back unstabbed. Like the 
Atreides, they have left the comforts of their 
ancestral homeworld, Geidi Prime, to find out 
what the big ruckus on Dune is all about. The 
Dune Regency (which, like the Atreides Duchy, 


stays face-up when you deploy Dune) 
becomes their new HQ, bearing a pro- 
duction of four and a resistance of five. 
Engage the Regency to engage or disen- 
gage a target non-homeworld Dune 
city—a flexible offensive or defensive tac- 
tic. Baronial Tithes, a charter, allows you 
to subdue a target Harkonnen ally you 


govern to disengage a fief you govern. If 


that fief is Dune and you hold three spice 
on a desert, it’s well worth the cost. 

Vladimir Harkonnen, “the Teflon 
Baron,” can engage to redirect all force 
applied to him to another persona you 
govern: not very team-oriented, but 
that’s a Harkonnen for you. Rites initi- 
ated by Piter de Vries do not count 
against your house interval limit. Some 
will say this is a step down from the pre- 
vious Piter’s capture text, but then that 
Piter was the only almost "broken" card 
in Dune. The morbidly obese Beast 
Rabban adopts the “where there’s a whip, 
there’s a way” philosophy. He can engage 
and discard two favor to disengage a tar- 
get fief. Umman Kudu, Captain of the 
Guard, provides capable defense as a 
counter for dueling and intrigue rites. 
Finally we have Dr. Yueh, the Traitor. 
Poor Dr, Yueh—all those Atreides stock 
options lost, just like that. He can now 
apply his intrigue rank directly to the 
resistance of target allies, although this 
subdues him. 

Month three re-introduces House 
Corrino, one of my personal favorites. It 
gives you all of the benefits of pushing 
people around with few of the repercus- 
sions: ruling the universe has its privi- 
leges, House Corrino, the only one of 
the new Houses that doesn’t transfer its 


headquarters to Dune, takes up resi- 


dence on the Sardaukar planet Salusa 
Secundus (as fun to say as it is to 
play). You can engage this n 
homeworld (four production, six 
resistance) to deploy a (Corri 
troop from your hand for 
This is quite a boon fo 
expensive new Sardaukar _ 
ions. The Emperor 
allows you to discard 
defray the cost o 
cards bearing 
giance. Not 


you're rich with smooth, smooth favor. 
The Corrino do very well for them- 
selves in the ally department. The new 
Shaddam IV has an incredible arbitra- 
tion rank of five and some really great 
card text. When you win a petition initi- 
ated by a rival, you can reduce the final 
deployment cost by two solaris. Since 
Shaddam doesn’t have to engage to use 
this ability, you can increase the bid by 
two every time—with no expense to you. 
What with full medical and dental, 
even Gaius Helen Mohiam can’t say no to 
the Corrino. She switches Houses and 
gains some nasty card text—engage the 
Reverend Mother as a declaration tactic 
to apply her weirding rank of three 
directly to the resistance of a target ally or 
aide. Kardiff, Colonel-Bashar, can engage 
as a declaration tactic to lend his battle 
rank of four in any battle rite. Comman- 
der Aramsham has a newfound disregard 
for his own life. When leading a battle 
rite, he can reduce his resistance by X, 
down to zero, to increase his battle rank 
by X. Thus, his three battle and three 
resistance allow him to get as high as six 
all by himself. Now that’s a spicy meatball. 
Thunder at Twilight also introduces 
two new card types to the game: program 
ventures and nexus events. These cards 
serve to enrich the overall plot of the 
game, lending a theme quality to deck- 
building. Programs come into the game 
at the very beginning of play. You can 


include these cards in your opening setup 
at a cost of one point per venture from 
the five creation points that you are 
given. You then place each program in 
your homeworld box, hidden and ready 
to be instantly deployed on a persona. 
You accumulate various rewards when 
you meet the conditions on a program. 
For example, the Atreides program Tame 
Arrakis accumulates one program token 
every time a Dune fief is subdued. Once 
you've accumulated the desired number 
of tokens, engage and discard the pro- 
gram to turn each program token into a 
spice token that’s placed directly in your 
hoard. 

Programs have different requirements 
and rewards that play off the strengths of 
the house with which they’re associated. 
All told, these cards add an intriguing 
new element to the game. 

Nexus events play like regular events, 
with one exception: although you place 
the subdued event in your domain and 
let it accrue tokens in the usual manner, 
the tokens stay on the card when you 
deploy the event, then are removed one 
per turn: Tn this MANE Lh Meus eve nts 
stay on the table until all tokens have 
been removed. One such event (with a 
catchy title), Thunder at Twilight, states 
that the first battle rite initiated against 
each of your rivals does not count against 
your house interval limit. Nexus events, 
obviously, provide protracted benefits for 
certain strategies. 

The Dune milieu, created by Hugo 
and Nebula laureate Frank Herbert, 
remains one of the most provocative and 


varied worlds to grace the sci-fi genre. 


Adaptation to the TCG genre was 


undoubtedly no small task. With great 
diligence and care, and in concert 
ith the Herbert estate, Last Uni- 
mn Games and Five Rings Pub- 
i@ have done a remarkable 
ceeding where others 

easily have failed. 
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Shawn F Carnes of 


Wizards R&D overheats 


and explodes on a daily 
basis, sending smack, 
hurt, and other forms 


of monosyllabic punish- 


ment raining down on 
anyone nearby. 
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Gear up for combat, MechWarrior! Crusade has hit the shelves, raising 
the BattleTech bar another notch. Crusade, the fifth expansion 
released for the BattleTech trading card game, 1s the first to feature the 


Ommanders 


‘USda 


The Latest BattleTech Expansion Combines the New and the Old 


new card layout format introduced in Commander's Edition. Plenty 
of new concepts and strategies await examination by MechWarriors 


both green and veteran. 


he story behind the Crusade card set 

explores one of the most pivotal points in 

the history of the Inner Sphere—the 

reformation of the Star League. Task 
Force Serpent has completed a long trek deep 
into Clan territory, its ultimate target the Smoke 
Jaguar homeworld! Back home in the Inner 
Sphere, the era of “cooperation” has led the 
Houses to regroup into the Star League. With 
these developments, the battle for the Inner 
Sphere enters a whole new era. 

We, the designers, had a lot of ground to cover 
with Crusade. We had to incorporate numerous 
story elements that really redefined what was 
going on in the BattleTech universe. The return 
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of the Star League and a hard march to a Clan 
homeworld are certainly not minor events! For- 
tunately, Glenn “Roadkill” Elliott was at the 
helm of this design and development expedition. 
The team set out to do more than just incorpo- 
rate all the story elements FASA presented to us; 
we intended to enrich both the tournament envi- 
ronment and the social play environment. 


All for One 


This effort is reflected in the introduction of 
Alliance cards, which add a new and interesting 
level to game play. Your Alliance card is played 
before the game starts. Since the Alliance card 
counts toward your deck size of 60 cards, this 
means that your deck now consists of 59 cards. 
With this card in play, the affiliations of your 
cards change to allow new and unique deck con- 
figurations. For example, check out The Star 
League. 

In exchange for taking -1 initiative for the 
entire game, you can build a deck with no House 
restrictions. This certainly changes the scope of 
battles currently seen out there on the tourna- 
ment circuit. 

Naturally, the Alliance cards are the first addi- 
tion that veteran players notice. These cards radi- 
cally change the scope of play, evoking the days 
when people ignored House and Clan affiliations 
when building decks. While the ability to add a 
host of new House- or Clan-specitic cards to a 
player’s deckbuilding arsenal is certainly a signifi- 
cant advantage, the design team feels that the 


. 


drawbacks to Alliance cards are severe 
enough to offset this. Especially in the 
case of The Star League and The Invad- 
ing Clans, we took great care not to com- 
pletely disrupt the balance of play in our 
efforts to modify the environment. 

I believe we struck the right chords 
when assigning the downsides of the 
Alliance cards. For example, take another 
look at The Star League. Not only does 
it give you a permanent -1 initiative, but 
you also lose a// House affiliations. For 
example, cards that give a bonus to a 
Steiner Mech will no longer work for 
you. These Alliance cards should 
be valid for tournament play, but 
were taking a  wait-and-see 
approach until they get into heavy 
circulation and we get some feed- 
back from the environment. 


Strength in Numbers 

Look for a slew of new personali- 
ties to hit the scene in the Crusade 
expansion. [hese cards add some new 
abilities and strategies to the game 
while bringing each personality’s par- 
ticular role in the BattleTech universe 
into perspective. As an example, let’s 
look at Paul Moon—as an Elemental 
Star Commander, Paul Moon modifies 
other Battle Armor when in a battle. 

The other new personalities in the 
game affect game elements according to 
their roles. Also, some personalities have 
been updated to reflect the new parts 
they have to play. For example, there is 
now a Khan Vlad Ward card, one that 
differs significantly from Vlad of 
the Wards. 


Initiative, Schminitiative 

What's a new expansion without 
some completely new strategies? 
Crusade introduces new options for 
Command cards, Mission cards, and 
more. For example, some new Mission 
cards—like Breaking the Envelope— 
enable you to do amazing stuff in 
exchange for lost initiative. Losing ini- 
tative can be a big thing in some cases; 
the odds that you'll lose key "Mechs 
greatly increase when youre forced to 
assign your damage first. 


Overheating when you lose initia- 
tive often means youre going to lose 
the overheated “Mech. Breaking the 
Envelope makes that kind of setback a 

little easier for you to swallow—and a 
little more painful for your opponent. 
Expect to see cards like this popping up 
in tournament play, forcing decks that 
rely heavily upon winning initiative to 
deal with this threat to their stability. 

I really groove on the “loss of initia- 
tive” cards. They represent a real threat in 
battle, but they don’t always work the 
way you hoped. The price you pay—out- 
right loss of initiative—makes using 
them that much more challenging, but 
the payoff can definitely be worthwhile. 
Consider giving these cards a shot if your 
decks don’t do well in the initiative 
department. 


Personal Best 
Finally, some of the cards on which I 
worked remain close to my heart. 
Check out Trojan Horse, for 
example. 
There’s nothing wackier than 
seeing a weenie Mech explode into 
a million pieces, dealing some seri- 
ous smackdown to your opponent. 
Plenty of cards like this will lay 
down the law on the unwary. 
As I mentioned earlier, the Crusade 
expansion features the new card layout 
first seen in the Commander's Edition 
card set. Also, Vehicles have been fixed 
(per rulings first covered in “Reports on 
‘Trading Card Games,” Duelist #29) to 
reflect their changed status within the 
game. For instance, Vehicles are now 
destroyed on a die roll of 5 or 6 rather 
than just 6. There’s also an army of new 
‘Mechs to field in battle. They represent 
the latest designs from both the Clans 
and the Inner Sphere being sent to the 
battlefield. 
One of the nastier new ‘Mech designs, 
in my opinion, is the Kraken 2, a card 
that’s exclusive to the Jade Falcons. 
Enough talk—time to smack down 
the hurt. With Crusade cards on your 
side, there’s sure to be plenty of hurt to 
go around! 
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he second trilogy of “Rolling 
Thunder” releases for the 
Rage. Across Las Vegas story arc 
(Phases 4-6) are howling your 
way. In the first trilogy of 
releases, we met six tribes in 
or near Las Vegas, learned of 
their conflicts and goals, and—sur- 
prise!—discovered that the Hoover 
Dam is a gigantic, evil, seething, 
Wyrm caern. Five Rings Publishing 
also began ramping up the game’s 
breadth beyond just two tribes and 
straightforward mechanics, adding 
new dimensions like moot events and 
counterattacks as the months pro- 
gressed. Expect even more lupine 
diversity in this second trilogy, to be 
released over the months of Novem- 
ber, December, and January. 


Heacy 6 “Ambar shee 
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Edward Bolmes personal volume setting 
goes all the way to “frenzy.” 
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Three New Phases of Rage Tear Across Las Vegas 


Time Tunnel 

At the end of Rage Phase 3, Natasha 
Moon Chaser, a Silent Strider, orga- 
nized a group of betas who realized 
that the Wyrm was seizing control of 
Las Vegas, Nevada. Even worse, their 
tribes’ alphas, under Wyrm influence, 
were turning upon each other instead 
of fighting back. Natasha convinced 
her allies to go with her into the 
Umbra to witness the shadows of 
things long past. Why? It seems that 
the Garou had fought the Wyrm in 
this area once before, a hundred years 
earlier—in a Las Vegas that was then a 
tiny little settlement. 

This group journeys through the 
Umbra, into the past, and finds a small 
frontier town in turmoil. As in the 
1990s, it sees the Garou tribes turning 
against each other for the most petty 
reasons, although a few manage to 
gather themselves together in hopes of 
defeating the Wyrm. Natasha and her 
compatriots know the Garou can’t suc- 
ceed entirely, but perhaps they can 
spot the point at which their predeces- 
sors made a mistake. 


Listen Up, 
You Primitive Screwheads 
Until now, all combats took place in 
the hunting grounds. Now Rage gives 
you two new places to fight. 
Over and Umbra 

The Umbra, for those who dont 
know, is the spiritual world. It echoes 
our reality but also stretches to places 
our world does not. The Umbra is a 
shadow of our world, and the real 
world a shadow of that place, where 
spirits dwell. As a shadow of our 
world, the Umbra reflects the state of 
our plane of existence. If our world is 


qe 


at peace, the Umbra is a virtual par- 
adise. As the Wyrm rises, the Umbra 
becomes more and more terrible to 
behold, and it can become as danger- 
ous as a hurricane, an earthquake, a 
firestorm...or all three at once! 

The state of the Umbra is measured 
in levels, from one to five. At level one, 
the Umbra is calm; at five, dangerous. 
Each level breaks down to five points, 
ensuring that the Umbra level does 
not change too quickly or drastically 
(at least, not without cause). Certain 
activities in the game can increase or 
decrease the Umbra level. When 
Wyrm creatures enter play, the Umbra 
level creeps upward; when Garou 
alphas kill Wyrm creatures or spend 
time meditating (which requires that 
they pass for their alpha actions), the 
Umbra goes back to simmering. 

Garou enter the Umbra by stepping 
sideways from our world into the spirit 
realm. (Being very spiritual creatures, 
they have no problem coping with the 
Umbra.) Sending a Garou into the 
Umbra requires that the Garou’s 
player discard cards from the top of his 
or her deck; the worse the Umbra 
state, the more cards must be dis- 
carded. Of course, creatures in the 
Umbra and those in the real world 
cannot interact directly. One or the 
other must enter or exit the Umbra, 
requiring more discards. Woe betide 
the tribe whose Sept deck runs dry, 
barring it from the Umbra for the rest 
of the game! 

Given the danger, why enter the 
Umbra at all? For one, you escape the 
deadly claws and fangs of alphas who 
do not enter the Umbra. Also, certain 
Wyrm spawn exist only in the Umbra. 
Finally, certain Garou gain advantages 


while fighting in the spiri- 

tual realm. 
The Umbra does not 
merely reflect the physical 
world, it also affects it. As the 
Umbra level rises and the 
Wyrm gains dominance, the 
power of the Wyrm begins to 
affect the Garou. With high 
Umbra levels, Garou frenzy 
readily, players’ Sept draws are 
reduced, spirits take agonizing 
wounds, and Garou with high 
gnosis (spiritual connection to 
Gaia) suffer. With low Umbra 
levels, even hot-headed Garou 
cool down, and high-gnosis 
tribe members increase in 
strength. 

The Umbra adds a new 
dimension (literally) to Rage. 
You can try to control the 
Umbra level to your advan- 
tage, play hide-and-seek, or 
run your opponents decks dry. 

The Furry Field of Battle © 

Battlefields ate locations 
over which Garou fight. They 
include large wilderness areas 
like Death Valley or Four Cor- 
ners, a Navajo Burial Ground, 
purely urban locales like St. 
Marys Orphanage, and the 
Hoover Dam itself. 

Each battlefield starts play 
uncontrolled in the Hunting 
Grounds, and you must 
defeat an indigenous defender 
to control it. Depending on 
the battlefield, this may be a 
pushover security guard 
schmuck or a horrifying Wyrm 
behemoth. 

If you have control of a bat- 
tlefield, it grants you a special 
ability. St. Mary’s Orphanage, 
for example, allows you to 
“discover” a lost cub among 
the hapless kids and add it to 
your pack. In the past this was 
the only way to bring a new 
Garou into play, and enter- 
prising players are sure to 
build cool decks around this 
concept. 


You can also “reclaim” one 
battlefield you have controlled 
for the whole turn. This 
removes the battlefield from 
play and places it into your 
victory pile. While you lose 
the chance to use the battle- 


field’s ability, you score 
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renown for reclaiming the 
land, and other players can’t 
snatch it back. 

When someone else con- 
trols a battlefield, your alpha 
can attack it to liberate it or 
take control. If you attack a 
battlefield to liberate it, you 
only have to fight the other 
player's defender. If you win 
that fight, the battlefield 
becomes uncontrolled. If you 
want to wrest control of it 
directly, you must then fight 
the indigenous defender. Win 
that combat as well, and the 
battlefield becomes yours. 


Teach Old Garou 
New Tricks 


With an expanded play envi- 
ronment, the Garou them- 
selves need to evolve to keep 
pace. [hus, they have two new 
abilities. 

Losin’ It 

Frenzy is the mindless 
explosion of rage that means a 
Garou has been pushed too 
far. Normally, when a Garou 
takes mortal damage in its 
breed form, it goes to crinos 
form and transforms into a 


towering death machine. 
Frenzy is a different aspect of 
this rage. With the frenzy trait 
(which all Garou get when the 
Umbra level goes up), Garou 
that take a certain amount of 
and draw 
additional combat cards. 

Combat-card dominance 
can be critical in Rage. 


damage “frenzy” 


Certain cards force 
you to discard a card to play 
them; others force your oppo- 
nent to discard a card as a 
damage effect. [his can cause 
you to end up with leftover 
rage and nothing to do with it. 
This doesn't happen nearly as 
often in frenzies. 

Frenzies team up with new 
cards that increase in power as 
you discard additional cards. 
For example, your character 
might frenzy and draw three 
cards. At this point, your com- 
bat hand has a total rage cost 
far higher than you can afford. 
But if you have Focus Your 
Rage (which lets you discard 
cards to increase damage) in 
your hand, you can dump all 
of the cards you won't use and 
deliver one very powerful blow 
to your opponent. 

Thinking It Through 

Insight is the opposite of 
frenzy: a careful, intellectual, 
instinctive understanding of 
your opponent. 
how well you build your com- 


No matter 


bat deck, there is always a 
chance you'll get stuck with a 
poor draw. However, Garou 
with the insight trait have a 


better understanding of their 
foes and a more calculated 
approach to combat. 

Each point of insight allows 
you to draw one additional 
combat card at the start of 
combat, then discard down to 
the normal five-card hand 
size. Insight thus increases 
your Garou’s chance of a “god 


Certain Garou 
gain advantages while 


faghting jn the 
spiritual realm. 


draw” (a combat hand per- 
fectly suited to the Garou's 
abilities). 

Along for the Tribes 

As with every “Rolling 
‘Thunder’ release, new tribes 
will join the action. Expect to 
see the rail-baron Iron Riders, 
the man-hating Black Furies, 
the pacifistic Children of 
Gaia, and the displaced 
Uktena. Also, two new deck 
concepts enter the mix in the 
form of auspice packs. Previ- 
ously unknown, auspice packs 
have formed due to the polar- 
izing effects of the Storm 
Eater on the Garou psyche. 
Galliards (the minstrels and 
lorekeepers) and Philodox 
(the judges) are the first two 
auspice packs you'll meet. 
This will be the one and only 
chance to pick up the Iron 
Riders and the auspice packs, 
as FERPG will not reprint 
them. 

Rage: Across Las Vegas sends 
the story of the tribes of Gaia 
off on surprising new jour- 
neys, from the spirit world of 
the Umbra to the Vegas of the 
Old West. Time to saddle up 
andrage! fl 
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Gaming without Bells and Whistles 


near es : 


by Jillian Venters 


mong connoisseurs of 
games, a little-known com- 


pany with a memorable 


name has become some- 
thing of a cult secret. While 
some specialty game stores 
carry Cheapass Games, most players dis- 
cover them by word-of-mouth. A friend of 
a friend lends someone a copy of Kill 
Doctor Lucky (all players are trying to kill 
an evil old man in his own home—sort of 
a prequel to Clue) or Huzzah! (you're an 
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Even James Ernest's business 
card is a Cheapass Game. 


actor at a Renaissance Faire trying to sat- 
isfy the whims of the director), and every- 
one sits around for the whole evening 
playing a clever game that makes them 
laugh until it hurts. 

For the most part, you had to know your 
way around the poorly lit corners of the 
gaming industry to have heard about 
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Cheapass Games—until the company 
strolled away with two 1998 Origins 
Awards (for Best Traditional Card Game 
and Best Abstract Board Game). What’s 
more, FALLING (their first game with 
glossy production values—‘It takes 90 sec- 
onds to play, so we had to make it look 
good”) is listed in GAMES magazine's 
“1998 GAMES 100,” their ranking of the 
top 100 games of the year. 

In an effort to help expose Cheapass (if 
you'll pardon the expression), The Duelist 
sent me to track down James Ernest, the 
main designer and head honcho of the 
company. 

oe 

The Duelist: What led you to found Chea- 
pass Games? 

James Ernest: Space Moogs from the 
planet Zort came to Earth and transfixed 
my brain. But my cover story is much 
more interesting: 

I became interested in game design 
when Magic was released, in the summer 
of 1993. I designed a few games, including 
a trading card game, and tried for a few 
years to sell them to existing companies. I 
worked on other projects with Wizards 
during that time, doing some freelance 
and in-house writing and graphic design, 
and I got to observe the way they handled 
game submissions, including my own. I 
finally decided that self-publishing would 
be less of a headache. 

To be fair, I think it’s hard for any com- 
pany to take a chance on a new game. 
They need proof that the game will sell, 
and that usually comes only after the game 
has been put on the market, which is a 
catch-22. So a lot of designers break into 
the industry by publishing themselves. 

I decided to make games that I could 
produce for very little money, and which 
would fill a nearly empty niche in the 
game market. At the time (1996), it 
seemed like every game company was 


S 


competing in a production-values race: 
new games were getting more colorful and 
more expensive, and a gulf was opening up 
below the ten-dollar mark. As it hap- 
pened, these were exactly the kind of 
games I could afford to produce—and so 
“Cheapass Games” was born. 

What is the philosophy behind the com- 
pany? 

JE: We believe our customers already 
have dice. It’s a pretty simple idea, and we 
weren't the first to think of it. But Cheap- 
ass Games really makes a point of selling 
only the bare essentials of a game. If you 
need dice, pencils, pawns, or counters, 
we'll warn you. But we won't put the same 
tools in every game. We think that’s like 
bundling a can opener with every can of 
beans. But other game companies do it all 
the time. 

T'll give you an example. A rep from 
Milton Bradley talked to me in 1997 
about repackaging Kill Doctor Lucky as a 
high-end board game. Even complete, Kill 
Doctor Lucky has very simple compo- 
nents: you need nine pawns, a deck of 
cards, and a board. No dice, no counters, 
no tidbits. And this was MB’s problem 
with it: they couldn't justify selling this 
game for $35 unless they added a bunch OF 
unnecessary parts. They never even con- 
sidered just selling it for less. 

Did you expect to win anything at Ori- 
gins? Has winning made a difference to the 
company? 

JE: We won Origins Awards for Best 
Traditional Card Game (Give Me the 
Brain) and Best Abstract Board Game 
(Lord of the Fries). I’m very proud of that. 
But I would have been just as satisfied to 
be nominated and not win. We lost a little 
bit of our “underdog” status with those 
awards, and you could see it right away on 
the Internet; people who had remained 
quiet (on rec.games.board and other mail- 
ing lists) started voicing their objections to 


the rest of the board function differently. 
Tt was a very hard game to balance. 


our name, our philosophy, and the quality 
of our games. What they said isn’t really 
important, but the fact that they said it 


right after the awards just goes to show 


how success makes you a target. Wizards 
of the Coast should be familiar with that. 


Was Brain really the best card game of 


1997? Probably not. Was it posi- 
tioned correctly to win the Origins 
Award? Apparently so. Will we ever 
pull that off again? I doubt it. Now we 
are fighting on level ground. 

How does the production of a typical 
game go? 

JE: Almost without exception, 
every Cheapass Game starts as a 
good story. You can tell by the 
names: Kill Doctor Lucky; Give 
Me the Brain, FALLING. I start 
with the story because that’s the 
essence of the game, the part I will 
describe on the package. I know: 
game designers who write 
es first, and then 


The “Guinea Pigs” gather at my house 
every week and review the latest came 
designs. These play-testers are great. They 
all have different gaming styles, and they 
have all learned exactly how to critique a 
new game effectively 
and completely. Three 
years of practice will do 
that for you. 

Once we're all sat- 
isfied with a game, I 
announce it to my 
distributors, and 


a grow from it. I th 


that are based on a compelling storyline _ 


are easier to learn than arbitrary “good 
mechanics,” and they are also more 
unique. The line-of-sight rules in Kill 
Doctor Lucky, for example, are easy to 


remember (you can't kill the old man if - 


someone can see you), and they wouldn't 
have made sense in any other game. And 
what's better, they make the board into a 
tactical puzzle instead of just a maze. 
The road from first concept to final 
game can take one week, or 50. It 
depends on how complex the mechanics 
need to be, and how successful I am with 
my first drafts. Kill Doctor Lucky took 
two weeks. Parts Unknown (where you're 
a cadaver profiteer selling spleens to mad 
scientists) took three months, because it 
has a lot more math. Get Out (the game 
about leaving your parents’ basement and 
getting a job) was tossed around for 
nearly three years, partially because it 
wasn't a high priority, but partially 
_ because every change in the board made 


_ building games like Safari Jack and Star- 


that we bee get to play a game a 
it’s finished. We're always working on 
the games that need work. Great little 


base Jeff come and go in a twinkling. 
Last week Jordan (a Cheapass employee) 
asked me, “Say, whatever happened to 
Safari Jack? I guess it must have come 
out, because we don’t play it anymore.” 
oo 

Cheapass Games are cool. Go to your 
local game store and demand to be intro- 
duced to the world of fun that Cheapass 
offers. You can also go to www.cheap- 
ass.com and order the games direct 
from James Ernest and crew or check out 
the list of retailers across the country that 
carry their products. If you don’t have 
time for anything else, do yourself a favor 
and find a copy of Give Me the Brain to 
play at least once. Any game where you're 
part of a shift of zombie fast-food work- 
ers all fighting over their one brain will be | 
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by Rick Moscatello 


Stop Me If You've Heard This One 


Hey, want to play a game? Here’s the 
setup: You're a powerful mage, using fun- 
damental mana to summon mythical 
beasts and cast sorcerous spells in duels 
against another mighty wizard. 

No, it isn’t Magic. It’s Duel: The Mage 
Wars, the latest computer game from the 
creators of X-COM. This game’s sold as 
Magic & Mayhem in the UK, but they 
changed the name for the U.S. market 
under the premise that fantasy games 
with a well-placed “the” in the title are a 
guaranteed hit (rememiber the __—ss & 
___” craze after D&D made such a big 
splash?). Luckily, Duel has more going 
for it than this questionable marketing 
gimmick. 


ust Duel Me 


Waging the Mage Wars 


Several spells await, along with lots of 
artifacts, creatures, and effects. Luckily, 
there’s a spellbook/encyclopedia you can 
access between regions. It’s useful but the 
sheer volume of material it contains 
makes learning difficult—worse, informa- 
tion is presented on a “need-to-know” 
basis—you'll have to flip through the 
book constantly to read new pages that 
appear. Even if it might have spoiled some 
surprises, it would have been helpful to 
have a portable copy of the book that the 
player could consult mid-adventure. 


It’s Spelled M-A-N-A 

Character development is a big part of 
the adventure game—you'll get experi- 
ence points for solving puzzles, and you 


If you’re taking damage, . 
you’re not an effective sorcerer! 


Lookin’ for Lucan 


There are two play modes: either a solo 
adventure or an online contest against up 
to three other wizards, human or com- 
puter. 

For the adventure portion, you play 
Cornelius, an incredibly bald young wiz- 
ard who’s looking for his Uncle Lucan. 
The story is nice enough and serves as a 
good excuse to wander through three 
pleasant-looking realms (each with a 
number of regions). In each region, you'll 
have a small problem to solve. Usually, it’s 
nothing more than killing the local evil 
wizard and recovering a critical spell 
ingredient, but sometimes you'll rescue a 
knight (or an uncle) or wander a maze. 
As adventures go, the puzzles are fairly 
easy. Just in case, your familiar—Hermes 
the raven—will help with a hint or two. 
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can use these points for several things. 
First, you can increase your mana capac~- 
ity—you start each region at full capacity, 
and mana is replenished by having con- 
trol of a “place of power.” You can also 
increase your hit points, although that’s a 
little boring—if you're taking damage, 
youre not an effective sorcerer! You can 
also spend experience to increase the 
number of creatures you can control at 
any given time—an important ability to 
have when spoiling for a major fight. 
Your character's spell capacity also 
improves through experience. Spells are 
divided into three categories: Chaos, Neu- 
trality, and Law, with all the usual baggage 
that those words imply. Initially, your 
character can “ready” but one spell from 
each category. Through the expenditure of 


a massive amount of experience, however, 


you can increase by one the number of 
spells you can ready in a single category. 


All the Fixin’s 


You'll also need to have the proper spell 
ingredients on hand, and this is where 
things get interesting. Each spell ingredi- 
ent can be used for one spell in each cate- 
gory, and you must pick which one to use 
it for. For example, an ingredient might 
allow you to Raise Dead (as Chaos), 
throw a Fireball (as Neutrality), or Cure 
damage (as Law), and you must decide 
which ability will be more important to 
you in that region—you can’t swap ingre- 
dients mid-adventure! As you get more 
spell ingredients, your options increase 
dramatically, and deciding the spell mix to 
create for your character is almost a game 
unto itself. 

This last aspect really shines in the 
online version of the game (or the “Quick 
Battle” if you're the single-player type). 
After selecting the map, mana, and all the 
other starting stuff for up to four wizards, 
you select the spells you want to bring to 
the fight. Among dozens of spells, there’s 
an impressive array of strategies possible, 
and your time to choose is limited. Again, 
a list of spells would really help here. 

Overall, Duel: The Mage Wars looks 
like a fine game with only a few prob- 
lems—and in all fairness, 1 looked at an 
advance copy with more than a few bugs 
and minus the documentation that the 
final product should have. At the time of 
this writing, the creators hope to have this 
game out by Christmas. If they can pull it 
off (they seek a distributor right now), it'll 
be an excellent excuse for a gamer to take 


a break from cardflopping. @ 


On a rather flimsy premise, 
Rick Moscatello would now like to be 
known simply as ‘Rick: The Moscatello.” 
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Myth 


I remember obsessively playing Myth: The Fallen 


Lords late last year—hacking and slashing my way. 


through the game and tossin, Balors head into the 
Great Devoid. It was a wor, 
still felt a touch of loss. I kne 
probably the most involving game Id ever inst 
my computer. Little did I know that Balor’s main man, 
Soulblighter, would manage to escape the war crimes 
tribunal and build up enough military might to harass 
some villages on the edge of the kingdom. For him, its 
been about 60 years; for me, it’s been several months. 
Time to give Soulblighter a taste of Vitamin Pete! 


yth 2: Soulblighter is a subtle game. You 

might initially be intrigued by its beauti- 

ful graphics yet skeptical of its seeming 
simplicity. You command a small number of obedi- 
ent troops in a quasi-medieval setting and must 
perform a wide variety of “Missions Impossible” 
to free the world of Soulblighter’s presence. Your 
tactical skills, strategic problem-solving abilities, 
and finesse with controls and orders become 
instrumental in your quest to rid the world of 
Soulblighter’s stink. 

Fans of Myth: The Fallen Lords will not be dis- 
appointed with Soublighter—as it doesn’t fix what 
wasn't broken. If anything, the sequel slightly 
dumbs down the original, featuring a mellower 
learning curve, a more intuitive and mouse-driven 
interface (in other words, fewer hot-keys, more but- 
tons), and a half-speed game option. Cute little 
arrows indicate the desired facing of your troops 
when you issue commands (I doubt anyone will 
miss the impossible “gesture click”). The keys you 
use to view the carnage can now be positioned 
and/or rotated completely by mouse. These mouse 
functions have undoubtedly been added for the 
novices who found Myth’s “clean” interface a little 
difficult, but Myth veterans can easily tweak the 
game to emulate the original controls. 

Generally, Myth 2 play is indistinguishable from 
the original. All of the principles employed in 
Myth:TFL apply to Soulblighter. Some new units 
have special abilities, like flaming arrows and 
spells, which seem thoughtful and_ balanced. 
Thankfully, none of the newer units become 
“must-haves” like the Trow in Myth: TFL. 

The new effects promise to be a ee in the 
pants. Fire, magic, and Ps stru tures will 


less game. 


od You 2 | 


Flectronic 
Came 
Preview 


by Peter Whitley 


make all the types of games more fun. Further- 
more, map improvements like ambient life (rab- 
bits, birds, your out-of-sync partner), and 
multilevel water will ensure that it’s all easy on 


pleasant array of satchel charg: 
before he can toss the igniting 
can finish the job with a flami 


tion to the normal health bar) 
juice,” which replenishes over | 
With the main attack, the spellcaster lets loose its 
primary spell, while a second spell is available via 
the caster’s “special” attack. Spells include fireball, 
confusion, cloudkill (poison gas), and weather con- 
trol (which summons a fire-squelching rain and 
chills your half-naked berserkers). 
Other new units will no doubt offer new tactics 
and methods of destruction. I was unpleasantly 
surprised when I ordered six soldiers to attac 
three zombie-looking goons. When they starte 
hacking the zombies to pieces in fine soldierly 
fashion, my guys suddenly froze and turned blue. 
Ack! I'd been pus-bombed! Note: use archers and 
dwarves against these critters. 
Multiplayer games are still free via Bungienet2. 
Added capabilities will make life easier for online 
players. A “buddy list” now makes it unnecessary to 
roam from room to room in search of a pal that you~ 
think might be connected. The often-requested 
“ready” button po. evil quick-starting hosts, 
and a “lock team” button enables the captain to pre- 
vent unwanted players from hopping on a team. 
These improvements are minor compared to the 
new game types that will be available. I'm especially 
looking forward to one which involves chickens. 
As a sequel, Myth 2: Soulblighter doesn’t fall far 
from the tree, but all the elements that made 
Myth: The Fallen Lords a ground-breaking game 
are still present. The brand-new solo campaign, 
level editors, and new units are what the Myth fan 
will really appreciate, while players new to Myth 
will find the sublime game play enchanting. Ml 
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Heac Ah, theres just nee que ie - 


Y Such games require a willing suspension of. disbelief — Sor exampl ‘hese 
H & a e| weapons with a range slightly better than Roman catapults, an 


Ps obliterate most “high-tech bases 1 ina matter Le es Si. 


by Rick Moscatello 


Doom, except youre bigger) and nels games. The top 
are MicroProses MechCommander and Dynamix’ Cyberstorm 
has the advantage of the imaginative and popular Battle Tech 
has only the bonus of being a sequel, which should by de efini 
original. Can a sharp sequel 2 a not-so-hot game yy toe-to- 


Cyberstorm 2 


orpora 


Graphics: Crud. Sorry, but these graphics would 
look bad on a Commodore 64. The only time 
the graphics rise to an even mediocre level is 
when area-effect missiles explode—otherwise, 
it’s almost an improvement to turn the monitor _ : 
off. The Heres (in other words, the Mechs: a 


like bugs, even when they aren't supposed to look / 
like bugs. 
Cut Scenes: Pointless. Mercifully, it’s obvious that 
not a lot of time was spent on these, and some- 
times you won't even notice theyre happening. 
They neither get in the way nor add anything to 
the game. 
Storyline: Lame. A jumpgate has opened up in a 
star system, and that’s just the excuse eight 
futuristic megacorporations need to oe it out 
with big robots. 
Manuak Ue/y. Lots of really really small print makes 
reading the instructions a real pain, especially 
when you begin to realize the incredible detail 
of this game. Of course, when you do read the 
manual, you realize that there's sure a lot of 
pointless stuff in the game. 
Saved Games: Merciful. You can save whenever 
you want, and the game automatically saves 
before each fight and after each turn. What a 
wonderful time- and frustration-saving device! 
Replay Value: Good. For all its weaknesses, the 
game grows on you a bit. Each of the eight cor- 
porations has special traits that provide motiva- 
tion for playing through the game at least three 
or four times. 
Rick Moscatello knows Robots: Interesting. You have a number of robot 
that a little spilled’Mech chassis to choose from, and while you can't 
never Herc anybody. modify the chassis, there are hundreds (yes, 
hundreds) of different and viable configurations 
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MechCommander —Tj. 


Graphics: Good. All your favorite Mechs are clearly recognizable, enemies in the same spots. 
the explosions explode and the weapons fire blasts nicely every Robots: Weak. While the BattleTech favorites are here, 
time. A few quirks, such as forests that “burn down” in perfect MicroProse took out the entire notion of heat manage- 
square blocks, and people that literally explode when stepped ment—what’s BattleTech without overheated "Mechs? It’s 
upon, detract only a bit from the good looks. just not the same. The weight and damage-dealing capac- 
Cut Scenes: Nice. From the opening sequence to the end, the ani- ity of many weapons have been tweaked, which might 
mated scenes add enough character to the game that you don’t cause confusion for veteran players. You can build and 
mind the space they take up on your hard drive, or the time it design "Mechs, but what you can do is actually very lim- 
takes to load them from the CD. ited. 
Storyline: Narrow. Your mission is to take back the planet of Port Ak Typical. Your Mechs are not entirely under your control, 
Arthur from the Clans. With a whole universe at war, captur- and as often as not they'll behave cluelessly. I’ve seen 
ing a single planet seems petty somehow. "Mechs blow off precious ammo at a trivial target, or refuse 
Manual: Adequate. Sometimes the explanations are a bit patroniz- to close in on an enemy who’s pulverizing them with long- 
ing, and elsewhere the manual fails to explain how some range missiles. It isn’t much consolation that the enemy Al 
things work. Nifty artwork and interjections from a 31st- is just as likely to get confused. 
century Inner Sphere officer make the rulebook an easy read. Missions: Painful. Time after time, you'll be forced to attack 
Saved Games: Garbage. You can’t save in the middle of a mission! even though you're badly outnumbered. Only by endlessly 
Considering the difficulty of fights, the ability to save every replaying missions, looking for the critical strategy that will 
five seconds or so would be really, really nice. The lack of a work, can you eventually win the battle. 
“save game” feature is an obvious ploy to extend the amount of | Computer Advantage: Nuts. Almost every mission will pit 
time it takes to play through the scenario. This increases the your forces against incredible odds. Time and again you'll j 
frustration factor immeasurably. pit 100 tons of Mech against 200 tons of enemy (plus 
Replay: Zi/ch. After you've taken Port Arthur, you ll never want supporting units). Is an endless sequence of suicide 
to play the campaign again. Every battle is set, with the same missions really fun? 


In a split decision, Cyberstorm 2 wins a close match! While MicroProse does have a great license, they've tinkered with the 
rules to the point where the game isn’t completely recognizable as Battle Tech. MechCommander looks nice and has some fun 
moments, but those are easily lost amid hours of frustration as you slog through yet another “outnumbered 3:1, yet I must attack 
and take zero casualties” mission. By the time you reach the last few missions, it’s not such a migraine (assuming you've taken 
no casualties), but if you can stand crude graphics and an eyestrain-inducing manual, you're better off with Cyberstorm 2. C2 
has loads of stuff (genetically engineered pilots, research, base building, and, I kid you not, Spam) that don’t exist in the Mech- 
Commander game. In fact, it might not even be fair to compare these two games, since MechCommander is more of a “one- 
time” scenario, and Cyberstorm 2 is replayable. But they cost about the same, and sometimes life just isn't fair! 


Ce Unfortunately, the ultimate big-robot tactical/strategy game has yet to be made for the PC. S 
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ORGANIZATION 


The Duelist Oracle is divided by color and 
alphabetized within each color. We pre- 
served the summon type of the card 
because this is important for many cards. 
The expansion(s) the card has appeared 
in is listed after each card, and a card 
type and expansion key is on the bottom 
of every page. Finally, some cards have 
italicized text following the card text, 
which is the associated Oracle ruling or 
clarification for that card. 

Reminder text appears on many cards 
to cover game mechanics specific to that 
card. This glossary covers all the 
reminder text on the cards within The 
Duelist Oracle. Creature abilities covered 
under the basic rules, such as flying or 
trample, are not listed here. 


Buyback x 

You may pay an additional * when you 
play this spell. If you do, put it into your 
hand instead of your graveyard as part of 
the spell’s effect. 

Buyback—ACTION 

You may DO ACTION in addition to any 
other costs when you play this spell. If 
you do, put SPELL into your hand instead 
of your graveyard as part of the spell’s 
effect. 


ACTION covers any action that is not a simple 
payment of mana, such as sacrificing a land 
or choosing and discarding cards. SPELL is 
the card with the buyback mechanism. 


Cycling x 

You may pay * and discard this card 
from your hand to draw a card. Play this 
ability as an instant. 

Echo 

During your next upkeep after this per- 
manent comes under your control, pay its 
casting cost or sacrifice it, 

Landwalk 

If defending player controls any LAND- 
TYPE, this creature is unblockable. 
Landhome 

[f defending player controls no LAND- 
TYPE, this creature cannot attack. If you 
control no LANDTYPE, bury this creature. 


LANDTYPE covers types of lands, such as 
island for Islandhome, or Snow-Covered 
Forest for Snow-Covered Foresthome. 


Shadow 
This creature can block or be blocked by 
only creatures with shadow. 


5TH EDITION | TEMPEST | STRONGHOLD | EXODUS | URZA’S SAGA 


The big news coming this spring—the Magic: The Gathering—Classic (Sixth Edition) card 


set—1s going to change the Oracle judges’ reference in more ways than one. The first change 1s the 
least expected. Starting January 1, 1999, the DCI will no longer be updating the Fifth Edition 
Oracle because of the pending release of the Classic card set. 


Although this chan ge means a lot to tournament directors, the average player will barely notice any 


difference. The DCI will still be maki ng rulings and errata when necessary, but these wont be 


incorporated into the official Oracle document. “Vhe Duelist Oracle,” however, will continue to 


incorporate rulings and errata from “The Magic Compendium” every month. 


The most exciting change will come this spring, when the Classic card set is released. As soon as the 


new bast set becomes legal for constructed-deck formats, “The Duelist Oracle” will be updated to 


include the complete Classic card list. 


Title Type P/T 


| ARTIFACTS | 


Aladdin's Ring Art 8 
8, : Aladdin's Ring deals 4 damage to target crea- 
ture or player. 5E 
Altar of Dementia Art 2 
Sacrifice a creature: Target player puts a number of 
cards equal to that creature’s power from the top of his 
or her library into his or her graveyard. TE 
Amulet of Kroog Art eo 
2, ©: Prevent 1 damage to any creature or player. 


Ankh of Mishra Art 2 
Whenever a land comes into play, Ankh of Mishra deals 
2 damage to that land’s controller. 

Ashnod’s Altar Art 3 
Sacrifice a creature: Add two colorless mana to your 
mana pool. Play this ability as a mana source. 5E 
Ashnod’s Transmogrant art 1 
®, Sacrifice Ashnod’s Transmogrant: Put a +1/+1 
counter on target nonartifact creature. That creature 
becomes an artifact creature permanently. 5E 
Barbed Sextant Art 1 
1, ®, Sacrifice Barbed Sextant: Add one mana of any 
color to your mana pool. Play this ability as a mana 
source. Draw a card at the beginning of the next turn. 


Cost 


5E 
Barl’s Cage Art 4 
3:: Target creature does not untap during its con- 
troller’s next untap phase, 5E 


Barrin’s Codex Art 4 
During your upkeep, you may put a page counter on 
Barrin's Codex. 4, ®, Sacrifice Barrin’s Codex: Draw 
X cards, where X is the number of page counters on 
Barrin’s Codex. 


Battering Ram AC 1 2 
Banding when attacking. If Battering Ram is blocked by 
any Wall, destroy that Wall at end of combat. This abili- 
Yy triggers when a block is established, though it isn't played 
until end of combat. 5E 
Booby Trap Art 6 
When Booby Trap comes into play, name a card other 
than a basic land. Whenever target opponent draws any 
cards, he or she reveals those cards to all players. If 
any of those cards is the named card, sacrifice Booby 


Trap and it deals 10 damage to that player. TE 
Bottle Gnomes AC 13 2 
Sacrifice Bottle Gnomes: Gain 3 life. TE 


Bottle of Suleiman Art 4 
1,, Sacrifice Bottle of Suleiman: Flip a coin. If you lose 


: Title Type P/T 


the flip, Bottle of Suleiman deals 5 damage to you. 
Otherwise, put a Djinn token into play. Treat this token 
as a 5/5 artifact creature with flying. 5E 
Bullwhip Art 4 
2, ©: Bullwhip deals 1 damage to target creature. 
That creature attacks this turn if able. 

Cathodion AC 3/3 3 
When Cathodion is put into a graveyard from play, add 
three colorless mana to your mana pool. U 
Chimeric Staff Art 4 
%: Chimeric Staff is an artifact creature with power 
and toughness each equal to X until end of tum. US 
Citanul Flute Art 5 
X, >: Search your library for a creature card with total 
casting cost no greater than X. Reveal that card and put it 


into your hand. Shuffle your library afterward. US 
Claws of Gix Art 0 
1, Sacrifice a permanent: Gain 1 life. US 
Clay Statue 3/1 4 
2: Regenerate Clay Statue. 5E 
Clockwork Beast AC 0/4 6 


When Clockwork Beast comes into play, put seven 
+1/+0 counters on it. At the end of any combat in 
which Clockwork Beast attacked or blacked, remove one 
of these counters, X, <: Put X +1/+0 counters on 
Clockwork Beast. You may have no more than seven of 
these counters on Clockwork Beast. Use this ability only 
during your upkeep. ° The creature loses a counter at the 
end of combat even if it was removed from combat for 
some reason or didn’t deal combat damage. If it same- 
how attacks and blocks in the same combat, it loses 
only one counter. 5E 


Clockwork Steed AC 0/3 4 
Clockwork Steed cannot be blocked by artifact crea- 
tures. When Clockwork Steed comes into play, put four 
+1/+0 counters on it. At the end of any combat in 
which Clockwork Steed attacked or blocked, remove 
one of these counters. X, @: Put X +1/+0 counters 
on Clockwork Steed. You may have no more than four 
of these counters on Clockwork Steed. Use this ability 
only during your upkeep. *See Clockwork Beast for 
related rulings. 5E 
Coat of Arms Art 5 
Each creature gets +1/+1 for each other creature in play 
of the same creature type. (For example, if there are three 


Goblins in play, each of them gets +2/+2) EX 
Coiled Tinviper AC 2A 3 
First strike. TE 


Cold Storage Art 4 
3: Remove target creature you control from the game, 
Sacrifice Cold Storage: Put into play under its owner’s 
control each creature removed from the game with Cold 


Cost 


tle Type P/T Cost 


Storage. TE 
Colossus of Sardia AC 9/9 9 
Trample. Colossus of Sardia does not untap during your 
untap phase. ©: Untap Colossus of Sardia. Use this 
ability only during your upkeep. 5E 
Copper Gnomes AC 1 2 
4, Sacrifice Copper Gnomes: Choose an artifact card 


in your hand and put that artifact into play. US 
Coral Helm Art 3 
3, Discard a card at random: Target creature gets 
+2/+2 until end of turn. 

Crewn of the Ages Art 2 


4, ©: Move target local enchantment from one crea- 
ture to another. ¢Crown of the Ages isn’t limited to 
moving creature enchantments, but moves enchant- 
ments from one creature to another. 


Crystal Chimes Art 3 
3, &, Sacrifice Crystal Chimes: Return all enchant- 
ment cards from your graveyard to your hand. US 


Crystal Red Art i 
1: Gain 1 life. Use this ability only when a blue spell is 
successfully cast and only once for each such spell. 5E 


Cursed Scroll Art 1 
3, ©: Name a card. An opponent chooses a card at 
random from your hand. If he or she chooses the 
named card, Cursed Scroll deals 2 damage to target 
creature or player. Cursed Scroll's ability requires you 
to reveal the card your opponent chooses to all players, 
Selecting “an opponent” is not a targeted effect, but 
must be done when the spell is cast or the ability is 
played, as appropriate. Effects that prevent or redirect 
Spells or abilities targeting a player cannot affect which 


SE 


opponent is selected. TE 
Dancing Scimitar AC 1/5 4 
Flying. 5E 
Diabolic Machine AC 4/4 2 
3; Regenerate Diabolic Machine. 5E 


Dingus Egg Art 

Whenever a land is put into any graveyard from play, 
Dingus Egg deals 2 damage to that land’s controller. #/f 
more than one land is put into the graveyard at the 
same time, play the ability once for each land. To pre- 
vent all of the damage with CoP: Artifacts, pay 2: for 
each land that was put into the graveyard. ° This ability 
will trigger even if Dingus Egg is put into the graveyard 
at the same time as the land(s). 5E 
Disrupting Scepter art 3 
3, ©: Target player chooses and discards a card. Use 


this ability only during your turn. 5E 
Dragon Blood Art 3 
3, ©: Put a +1/+1 counter on target creature. US 
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Title Type P/T Cost : 
Dragon Engine AC 1/3 3 
2: Dragon Engine gets +1/+0 until end of tun. 5E 


Eche Chamber Art 4 
4, ©: Target opponent chooses target creature or 
creature token he or she controls. Put a token creature 
into play and treat it as a copy of that card or token. 
The token creature is unaffected by summoning sick- 
ness this turn. At end of turn, remove the token creature 
from the game. Play this ability as a sorcery. *See 
Cursed Scroll for related rulings. TE 


Elkin Bottle Art 3 
3), ©: Remove the top card of your library from the 
game, face up. You may play that card as though it 
were in your hand. At the beginning of your next turn, 
put into your graveyard the card removed from the 
game with Elkin Bottle if you have not played it. This 
ability is not a draw effect. Effects that trigger when a 
card is drawn will ignore the use of Elkin Bottle’s ability. 
The card that's removed from play is removed at the 
beginning of the appropriate turn. The card is maintained 
hy the Bottle’s effect, not by the Bottle itself, so removing 
the Bottle from play doesn't cause the card to be put into 
your graveyard, nor does it save a card that isn’t played 
in time. *The card isn't part of your hand in any sense. It 
doesn't count towards your hand size, can't be discarded, 
and so on. 5E 


Emerald Medallion 
Your green spells cost 1° less to play. 


Emmessi Tome Art 

5, ©: Draw two cards, then choose and discard a 
card, 

Endoskeleton Art 2 
You may choose not to untap Endoskeleton during your 
untap phase. 2, @: Target creature gets +0/+3 as 
long as Endoskeleton remains tapped. US 


Energizer AC 2/2 4 
2, ©: Put a +1/+1 counter on Energizer. TE 
Ensnaring Bridge Art 3 
Each creature with power greater than the number of 
cards in your hand cannot attack. S$ 


Erratic Portal Art 4 
1: Return target creature to owners hand unless 
its controller pays 1. E 
Essence Bottie Art 2 
3,, &: Put an elixir counter on Essence Bottle. ©, 
Remove all elixir counters from Essence Bottle: Gain 2 
life for each elixir counter removed in this way. TE 


Excavator Art 2 
®, Sacrifice a basic land: Target creature gains that 
landwalk ability until end of turn. 


Feldon’s Cane Art 1 
, Remove Feldon’s Cane from the game: Shuffle your 
graveyard into your library. 5E 


Fellwar Stone Art e 
: Add to your mana pool one mana of any type that 
any opponent's lands can produce. Play this ability as a 
mana source. *Fellwar Stone can produce one mana of 
any type that any of your opponents’ lands can produce. 
/f your opponents control no lands, you can’t use Fellwar 
Stone. Any special restrictions on how mana of a given 
type may be spent will be copied faithfully by the Stone. 
For example, if your opponents’ only land is Mishra’s 
Workshop, the Stone produces colorless mana that can 
be spent only on the casting costs of artifact spells, elf a 
land produces more than one type of mana, you choose 
among all of those types. For example, an opposing City 
of Brass allows you to produce mana of any color, and 
Wizards’ School allows you produce colorless, white, 


Art 2 
TE 


blue, or black mana. 5E 
Feroz’s Ban Art 6 
Summon spells cost an additional 2° to play. 5E 


Flowstone Sculpture Ac 4/4 6 

2), Choose and discard a card: Flowstone Sculpture 

gains flying, first strike, or trample permanently, or put a 
TE 


+1/+1 counter on Flowstone Sculpture. 

Fluctuator Art e 
Cycling costs you up to 2 less to play. US 
Flying Carpet Art 4 


2, ©: Target creature gains flying until end of turn. If 
that creature is put into any graveyard this turn, 
sacrafice Flying Carpet. *Flying Carpet is sacrificed only 
if the target creature is put into any graveyard after the 
effect resolves, not if it was put there before the effect 
resolved, SE 
Fool's Tome Art 4 
2, ©: Draw 4 card. Use this ability only if you have no 
cards in your hand. TE 


Fountain of Youth Art 0 
2, : Gain 1 life. 5E 
Gauntlets of Chaos Art 5 


ACLE PLAYER’S GUIDE 


Title Type P/T 
5, Sacrifice Gauntlets of Chaos: Permanently exchange 
control of target artifact, creature, or land you control 
for control of target permanent of the same type an 
opponent controls. Then destroy all enchantments on 
those permanents. All targets are chosen when the 
ability is played, and swapped when the effect resolves. 
°Fffects that exchange control of two permanents can't 
change the controller of just one of them. If this ability 
fizzles against either target or otherwise fails to change 
control of one of them, no exchange is made. 5E 


Glasses of Urza Art 1 


: Look at target player's hand. 5E 
Grafted Skullcap Art 4 
During your draw phase, draw an additional card. At the 
end of each of your turns, discard your hand, US 
Grapeshot Catapult Ac 23 4 


: Grapeshot Catapult deals 1 damage to target crea- 
ture with flying. ee 
Grindstone 

3, ©: Put the top two cards of target player's ier 
into that player’s graveyard. If both cards share at least 
one color, repeat this process. TE 


Heartstone Art 3 
The cost of each creature ability requiring an activation 
cost is reduced by 1. This cannot reduce an ability's 
generic mana cost to less than 1. Ss 


Helm of Chatzuk Art 1 


1’, ©: Target creature gains banding until end of turn. 
5E 


Helm of Possession — Art 4 
You may choose not to untap Helm of Possession during 
your untap phase. 2, ®, Sacrifice a creature: Gain 
control of target creature as long as you control Helm of 
Possession and Helm of Possession remains tapped. TE 
Hive, The 5 
5, ©: Put a Wasp token into play. Treat this token as 
a 1/1 artifact creature with flying. 5 


Hopping Automaten AC 2/2 3 
©: Hopping Automaton gets -1/-1 and gains flying until 
end of turn. US 
Horn of Greed Art 3 
Whenever any player plays a land, that player draws a 
card. S$ 


Hornet Cannon Art 4 
3, ©: Put a Hornet token into play. Treat this token 
as a 1/1 artifact creature with flying that is unaffected 
by summoning sickness. At end of turn, destroy the 
token. 


Howling Mine Art 2 
During each player's draw phase, that player draws an 
additional card. * This is a phase ability that's played 
during the draw phase. Therefore, it's played as an 
instant and may be responded to with other instants.5E 


infinite Hourglass Art 4 
During your upkeep, put a time counter on Infinite 
Hourglass. All creatures get +X/+0, where X is equal to 
the number of time counters on Infinite Hourglass. Any 
player may pay 3 during any upkeep to remove a time 
counter from Infinite Hourglass. ¢The ability to remove a 
counter is a phase effect. Therefore, each player can 
remove only one counter each upkeep. 

Iron Star Art 1 
1: Gain 1 life. Use this ability only when a red spell is 
successfully cast and only once for each such spell. 

Ivory Cup Art 

i: rs 1 ire Use this ability only when a white ea 

is successfully cast and only once for each such spell. 
5E 

dade Monolith Art 4 

1: Redirect all damage from any creature to yourself. 

(Treat further damage from that source normally.) ss 


rasp Tome Art 

2, >: Draw a card, then choose and discard a card. SE 
Jandor' s Saddlebags Art 2 
3, ©: Untap target creature. 5E 
dayemdae Tome Art 4 
4, ©: Draw a card. . 
Jester’s Cap Art 


2, &, Sacrifice Jester’s Cap: Search through ner 
player's library for any three cards and remove them 


from the game, Shuffle that library afterwards. 5E 
det Medallion Art 2 
Your black spells cost 1 less to play. TE 
dinxed idol Art 2 


During your upkeep, Jinxed Idol deals 2 damage to you. 
Sacrifice a creature: Target opponent gains control of 
Jinxed Idol permanently. T 
dinxed Ring Art s 
Whenever any card is put into your graveyard from play, 


AC - Artifact Creature 
Art - Artifact 


Cost ? 


Title Type P/T 
Jinxed Ring deals 1 damage to you. Sacrifice a crea- 
ture: Target opponent gains control of Jinxed Ring per- 
manently. SH 
doven's Tools Art 

4, ©: Target creature cannot be blocked this turn 
except by Walls, 

Karn, Silver Golem LegAC 4/4 5 
Whenever Karn, Silver Golem blocks or becomes 
blocked, it gets -4/+4 until end of turn. 1: Target non- 
creature artifact is an artifact creature with power and 
toughness equal to its casting cost until end of turn 


(that artifact retains its abilities.) US 
Library of Leng Art 1 
Skip your discard phase. Whenever you are forced to 


discard a card, you may put that card to the top of your 
library. ¢Spells and abilities that require you to discard 
during their resolution are considered to force the dis- 
card, even if you choose to play the spell or ability. For 
example, using Sindbad or Wheel of Fortune is consid- 
ered a forced discard. ¢Spells and abilities that require 
you to discard as part of the cost of playing them don’t 
force you to discard. This includes Land's Edge, 
Stormbind, and so on. eRemember that if a “do A or do 
B" ability calls for a discard, choosing to discard is 
treated as paying a cost and so isn’t forced. For exam- 
ple, discarding a card when Balduvian Horde comes into 
play is a choice, not a forced discard. *Cards that are 
discarded are put into your graveyard, then on top of 
your library as a triggered ability. This interacts normally 
with other triggered abilities, It also means that your 
opponent will see the cards that you put on top of your 
library. *You can't skip a phase that has already begun. 
If Library of Leng is tapped when your discard phase 
begins and becomes untapped during the discard phase, 
you don't end the phase prematurely. 5 


Lifeline Art é 
Whenever a creature is put into a graveyard and a 
creature is in play, return that creature from your 
graveyard to play at the end of turn. elf a card was a 
creature when it was put into its owner's graveyard, 
it is returned by Lifeline’s effect, regardless of 
whether the card is a creature card. For example, if a 
“sleeping” enchantment has become a creature and 
is then destroyed while another creature is in play, 
Lifeline will put the enchantment back into play, but 
that enchantment will be “asleep” again. «lf more 
than one creature and Lifeline are all in play, and the 
creatures all go to their owners’ graveyards at the 
same time (because of Wrath of God, for instance), 
Lifeline’s effect will put all of them back into play at 
end of turn. US 


Lotus Blossom Art 2 
During your upkeep, you may put a petal counter on 
Lotus Blossom. ©, Sacrifice Lotus Blossom: Add X 
mana of one color to your mana pool, where X is the 
number of petal counters on Lotus Blossom. Play this 
ability as a mana source. US 


Lotus Petal Art 0 
, Sacrifice Lotus Petal: Add one mana of any color to 
your mana pool. Play this ability as a mana source. TE 


Magnetic Web Art 2 
Each creature with any magnet counters on it attacks, if 
able, if any other creatures with magnet counters on 
them that the attacking player controls attack. If any 
creature with any magnet counters on it attacks, all 
creatures with magnet counters on them that the 
defending player controls block that creature if able, 1, 
>: Put a magnet counter on target creature. TE 


Mana Vault Art 1 
Mana Vault does not untap during your untap phase. At 
the end of your upkeep, if Mana Vault is tapped, it deals 
1 damage to you. 4: Untap Mana Vault at end of 
upkeep. Use this ability only during your upkeep. @: 
Add three colorless mana to your mana pool. Play this 
ability as a mana source. *Mana Vault's end-of-upkeep 
ability and its ability to untap itself implicitly break the 
rule that prevents artifact abilities from being played 
while the artifact is tapped. ¢The ability to damage you 
is played at end of upkeep. If Mana Vault is tapped 
when you play its end-of-upkeep ability, the effect deals 
1 damage to you; whether it's untapped at any other 
time is unimportant. Note that you can pay to untap 
Mana Vault, take the damage, and then let it untap, if 
you have some reason for lowering your life total. 
Contrary to past errata, the mana produced by Mana 
Vault may be used to untap Basalt Monoliths and Mana 
Vaults, and vice versa. 5E 
Manakin AC 1M 2 
®: Add one colorless mana to your mana pool. Play this 
ability as a mana source. TE 
Medicine Bag Art 3 
1, Choose and discard a card: Regenerate target 
creature. EX 


MS - Mana Source 
Su - Summon 


Cost i 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
Meekstone Art 

Creatures with power 3 or greater do not untap avi 

their controllers’ untap phases. 5 

Memory Crystal Art 3 
All buyback costs are reduced by 2. EX 
Metallic Sliver AC : 

Metallic Sliver counts as a Sliver. TE 
Metrognome Art 4 


When a spell or ability one of your opponents controls 
causes you to discard Metrognome, put four Gnome 
tokens into play. Treat these tokens as 1/1 artifact crea- 
tures. 4, ©: Put a Gnome token into play. Treat this 
token as a 1/1 artifact creature, US 


Millstone Art ® 
2, ©: Put the top two cards of target player’s library 
into his or her graveyard. *Mote that this effect doesn’t 
cause the cards to be discarded; it simply moves them 
into the player's graveyard. °This effect doesn't cause 
the cards to be drawn, either. Emptying a player's 
library with it isn’t sufficient to cause the player to lose; 
the player won't lose until he or she has to draw a card 
and can't. When more than one card is put into a play- 
er’s graveyard at once, that player chooses the order of 
those cards, 5E 


Mindless Automaton AC 0/0 4 
Mindless Automaton comes into play with two +1/+1 
counters on it. ‘1, Choose and discard a card: Put a 
+1/+1 counter on Mindless Automaton. Remove two 
+1/+1 counters from Mindless Automaton: Draw a card. 


EX 
Mishra’s Helix Art 5 
&, &: Tap X lands. US 
Mobile Fort AC 0/6 4 


Mobile Fort counts as a Wall. 3': Mobile Fort gets +3/- 

1 until end of turn and can attack this turn as though it 

were not a Wall. Play this ability only once each turn. 
U 


Mogg Gannon Art 2 
>: Target creature you control gets +1/+0 and gains 
flying until end of turn. At end of turn, destroy that 
creature. TE 


Mox Diamond Art 0 
When Mox Diamond comes into play, choose and dis- 

card a land card or sacrifice Mox Diamond. @: Add one 
mana of any color to your mana pool. Play this ability as 
a mana source. SH 


Nevinyrral’s Disk Art & 
Nevinyrral’s Disk comes into play tapped. 1, @: 
Destroy all artifacts, creatures, and enchantments. 
Because all artifacts, creatures, and enchantments are 
destroyed at the same time, enchantments on creatures 
may be used to regenerate them. 5E 


Noelic Scales Art 4 
During each player's upkeep, return to owner's hand 
each creature that player controls with power greater 
than the number of cards in his or her hand. US 


Null Brooch Art 4 
2, Discard your hand: Counter target noncreature 
spell. Play this ability as an interrupt. 


Obelisk of Undoing Art f 
6, ©: Return target permanent you control and own 
to your hand. *7his ability can target tokens, because they're 
owned by whomever controlled the effect that generated them. 
Remember that a token would leave the game permanently after 
heing put into your hand. 5E 


Ornithopter AC 0/2 0 
Flying. 5E 
Patchwork Gnomes = AC 2/1 3 


Choose and discard a card: Regenerate Patchwork 
Gnomes. 


Pear! Medallion Art ® 
Your white spells cost 1° less to play. TE 


Pentagram of the Ages Art 4 
4, &: Prevent all damage to you from one source, 
(Treat further damage from that source normally.) eThis 
ability prevents only the damage being dealt during the 
current damage-prevention step, not damage dealt earli- 
er or later. 5E 


Phyrexian Colossus AC 8/8 ap 
Phyrexian Colossus does not untap during your untap 
phase. Pay 8 life: Untap Phyrexian Colossus. Phyrexian 
Colossus cannot be blocked by fewer than three crea- 
tures. U 
Phyrexian Grimoire Art 2 
4, ©: An opponent chooses one of the top two cards 
in your graveyard. Remove that card from the game and 
put the other into your hand, *See Cursed Scroll for 


related rulings. TE 
Phyrexian Hulk AC 5/4 6 
TE 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T 
Phyrexian Processor — Art 4 
When Phyrexian Processor comes into play, pay any 
amount of life. 4, <: Put a Minion token into play. 
Treat this token as a black creature with power and 
toughness each equal to the amount of life paid at the 
time Phyrexian Processor came into play. US 


Phyrexian Splicer Art a 
2, ©: Choose flying, first strike, trample, or shadow. 
Target creature with that ability loses it until end of 
turn. Another target creature gains that ability until end 
of turn. TE 
Pit Trap Art 

2, ®, Sacrifice Pit Trap: Destroy target attacking 
creature without flying. That creature cannot be regen- 
erated this turn. US 
Porteullis Art 4 
Whenever any creature comes into play, if there are 
two or more other creatures in play, set that creature 
aside. If Portcullis leaves play, put the creature into play 
under its owner's control, SH 
Primal Clay AG ae 4 
When you play Primal Clay, choose one—Primal Clay is a 
2/2 artifact creature with flying; or Primal Clay is a 3/3 
artifact creature; or Primal Clay is a 1/6 artifact crea- 
ture that counts as a Wall. «Cards that copy Primal Clay 
are stuck with whichever form was chosen for the origi- 


nal Primal Clay. 5E 
Puppet Strings Art 3 
2, ®: Tap or untap target creature. TE 
Purging Scythe Art 


5 
During your upkeep, Purging Scythe deals 2 damage to 
the creature with the lowest toughness. If two or more 
Creatures are tied for the lowest toughness, you decide to 
which creature Purging Scythe deals damage. US 
Rod of Ruin Art 4 
3, ©: Rod of Ruin deals 1 damage to target creature 
or player. 5E 


Ruby Medallion Art 2 
Your red spells cost «1 less to play. TE 
Sapphire Medallion — Art 2 
Your blue spells cost ‘4 less to play. TE 
Scalding Tongs Art a 


During your upkeep, if you have three or fewer cards in 
your hand, Scalding Tongs deals 1 damage to target 
opponent. 


Serell Rack Art 2 
1), ©: Choose any number of cards in your hand and 
remove them from the game. Put an equal number of 
cards from the top of your library into your hand. Then 
put the cards removed from the game with Scroll Rack 
on top of your library in any order. TE 


Serpent Generator Art 6 
4, &: Put a Poison Snake token into play. Treat this 
token as a 1/1 artifact creature. If any Poison Snake 
damages any player, he or she gets a poison counter. If 
any player has ten or more poison counters, he or she 
loses the game. 5E 


Shapeshifter AC */1-* 6 
Shapeshifter has total power and toughness of 7, divid- 
ed any way you choose, though neither can be more 
than 7. When you play Shapeshifter, choose its power 
and toughness, During your upkeep, choose 
Shapeshifter’s power and toughness, *Setting Shape- 
shifter’s power and toughness is an upkeep ability, so it 
can be played only once each turn. Note that you're 
changing only its base power and toughness; existing 
modifiers are applied to the new power and toughness 
normally, 5E 

Shifting Wall AC 0/0 x 
Shifting Wall counts as a Wall, Shifting Wall comes into 
play with X +1/+1 counters on it. SH 
Skull Catapult Art 4 
1), ®, Sacrifice a creature: Skull Catapult deals 2 
damage to target creature or player. 5E 
Skyshaper Art e 
Sacrifice Skyshaper: All creatures you control gain flying 
until end of turn. EX 


Smokestack Art 4 
During your upkeep, you may put a soot counter on 
Smokestack. During each player's upkeep, that player 
sacrifices a permanent for each soot counter on 
Smokestack. US 
Soul Net Art 1 
1: Gain 1 life. Use this ability only when a creature is 
put into any graveyard from play and only once for each 
such creature. * You can play triggered abilities even if 
the source has left play by the time you play the ability. 
Thus, an animated Soul Net can give you life for its own 
destruction. 5E 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost ? 


Title Type P/T Cost 
Spellbook Art 0 
Skip your discard phase. EX 
Sphere of Resistance art 2 
All spells cost an additional 1 to play. EX 
Squee's Toy Art 1 
©: Prevent 1 damage to any creature, TE 
Static Orb Art 3 


Players cannot untap more than two permanents during 
their untap phase. TE 
Sword of the Chesen Lart 2 
©: Target legend gets +2/+2 until end of tum. SH 
Tawnos’s Weaponry = Art 2 
You may choose not to untap Tawnos’s Weaponry dur- 
ing your untap phase. 2, >: Target creature gets 
+1/+1 as long as Tawnos’s Weaponry remains tapped. 
5E 


WE MADE IT UP 
According to Mark Rosewater, ''Bill Rose didn’t 


Title Type P/T Cost 
Umbilicus Art 4 
During each player’s upkeep, that player pays 2 life or 
retums a permanent he or she controls to owner’s 
hand. US 
Urza’s Armor Art 6 
Whenever a source deals damage to you, that damage 
is reduced by 1. U 
Urza's Avenger AC 4/4 6 
0: Urza's Avenger gets -1/-1 and gains your choice of 
banding, flying, first strike, or trample until end of turn. 
5E 
Urza’s Bauble Art 0 
&, Sacrifice Urza's Bauble: Look at a card you choose 
at random from target player's hand. Draw a card at 
the beginning of the next turn. 5E 


what to name it, so he used his shorthand for my 


on Wizards’ internal email. By typing the first 


ters of my first and last name (Ma Ro) my nam 


appears. ‘Maro’ was only meant to be a placeh 
but people got used to it and it grew on everyol 
the end, the naming team left it as is." 


Telethopter AC 3/ 4 
Tap a creature you control: Telethopter gains flying until 
end of turn, TE 


Temporal Aperture Art 2 
5, ©: Shuffle your library and reveal the top card. 
Until end of turn, as long as that card remains on top of 
your library, you may play the card as though it were in 
your hand without paying its casting cost. (/f the spell 
has & in its casting cost, X is 0) US 


Thopter Squadron AC 0/0 5 
Flying. Thopter Squadron comes into play with three 
+1/+1 counters on it. 1, Remove a +1/+1 counter 
from Thopter Squadron: Put a Thopter token into play. 
Treat this token as a 1/1 artifact creature with flying. 
Play this ability as a sorcery. 1, Sacrifice a Thopter: 
Put a +1/+1 counter on Thopter Squadron. Play this 
ability as a sorcery. EX 


Thran Turbine Art 1 
During your upkeep, you may add up to two colorless 
mana to your mana pool. This mana cannot be spent to 
play spells, US 
Throne of Bone Art 1 
1: Gain 1 life. Use this ability only when a black spell 
is successfully cast and only once for each such spell. 
SE 


Thumbscrews Art 2 

During your upkeep, if you have five or more cards in 

hand, Thumbscrews deals 1 damage to target opponent. 
TE 


Time Bomb Art 4 
During your upkeep, put a time counter on Time Bomb. 
1, &, Sacrifice Time Bomb: Time Bomb deals to 
each creature and player 1 damage for each time 
counter on it. 5E 


Torture Chamber Art 3 
During your upkeep, put a pain counter on Torture 
Chamber. At the end of your turn, Torture Chamber deals 
1 damage to you for each pain counter on it. 1, @, 
Remove all pain counters from Torture Chamber: Torture 
Chamber deals 1 damage to target creature for each 
pain counter removed in this way. TE 
Transmogrifying Licid ac 2/2 3 
Transmogrifying Licid counts as a Licid. 1, @: 
Transmogrifying Licid loses this ability and becomes a 
creature enchantment that reads “Enchanted creature 
gets +1/+1 and counts as an artifact” instead of any 
other type of permanent. Move Transmogrifying Licid 
onto target creature. You may pay 1° to end this effect. 
°/f a Licid targets itself, the effect turns the Licid into a 
creature enchantment targeting itself Because it is no 
longer a creature, the Licid is then destroyed because its 
taget is illegal. *If you play an enchantment-moving abili- 
ty, like Enchantment Alteration, on a Licid while it's an 
enchantment, the Licid remains an enchantment-it does- 
nt change back to a creature and fall off. This is 
because the Licid’s enchantment status is a temporary 
effect, not a permanent change. Moving enchantments 
resets only 

permanent changes, not temporary ones. EX 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Volrath’s Laboratory art 5 
When you play Volrath’s Laboratory, choose a color and 
Creature type. 5, @: Put a token creature into play. 
Treat this token as a 2/2 creature of the chosen color 
and creature type. 


Voltaic Key Art 1 
1, ©: Untap target artifact. US 
Wall of Junk AC O07 2 
Whenever Wall of Junk blocks, return it to owner’s 
hand at end of combat. 

Wall of Spears AC 2/3 3 
First strike. Wall of Spears counts as a Wall, 5E 
Watchdog AC 1/2 3 


Watchdog blocks if able. As long as Watchdog is 
untapped, all creatures attacking you get -1/-0. TE 
Whetstone Art 3 
3: Each player puts the top two cards of his or her 
library into his or her graveyard, 

Winter Orb Art 2 
Players cannot untap more than one land during their 
untap phases. *Animated lands are subject to both Smoke 
and Winter Orb. Allowing one to untap will use up your one 
creature and your one land for that turn. E 


Wirecat AC 4/3 4 
Wirecat cannot attack or block if an enchantment is in 
play. 
Wooden Sphere Art 1 
1: Gain 1 life. Use this ability only when a green spell 
is successfully cast and only once for each such spell. 
5E 
Workhorse AC 0/0 6 
Workhorse comes into play with four +1/+1 counters 
on it. Remove a +1/+1 counter from Workhorse: Add 
one colorless mana to your mana pool. Play this ability 
as a mana source. EX 


Worn Powerstone Art 3 
Worn Powerstone comes into play tapped. @: Add two 
colorless mana to your mana pool. Play this ability as a 
Mana source. US 


BLACK 


Abandon Hope Sore x1e 
Choose and discard X cards: Look at target opponent’s 
hand and choose X of those cards. That player discards 
the chosen cards. TE 
Abyssal Horror © SuHoror 2/2 40@ 
Flying. When Abyssal Horror comes into play, target 
player chooses and discards two cards. 

Abyssal Specter Su Specter 2/3 2@@ 
Flying. If Abyssal Specter damages any player, he or 
she chooses and discards a card. *Discarding the card 
is a side effect of the damage, so it happens only if the 
Specter successfully deals damage. 5E 


? Title Type P/T Cost 
Animate Dead Ench 1® 
When you play Animate Dead, choose target creature 
card in any graveyard. When Animate Dead comes into 
play, put that creature into play and Animate Dead 
becomes a creature enchantment that targets the crea- 
ture. Enchanted creature gets -1/-0. If Animate Dead 
leaves play, destroy the creature. The creature cannot 
be regenerated this turn. *Animate Dead can target only 
creature cards in any graveyard. Once it’s in play, it 
becomes a creature enchantment that targets only the 
animated creature. This is the only legal target, and 
can't be affected by Enchantment Alteration and so 
forth. °A creature’s abilities don't apply while the crea- 
ture card is in the graveyard. For example, a White 
Knight card in the graveyard doesn't have protection 
from black, so it can be the target of Animate Dead. 
However, once the Knight comes into play, its protection 
from black will take effect, causing the enchantment to 
be destroyed, which will then destroy the Knight. 5E 


Ashes to Ashes Sore Lee 
Remove two target nonartifact creatures from the 


| game. Ashes to Ashes deals 5 damage to you. 


* Targeted effects fizzle against each target individually, 
and their non-targeted portions fail if and only if the 


| effect fizzles against all targets. So if Ashes to Ashes 
| fizzles against one target, it affects the other one nor- 
| mally, and you take 5 damage. If it fizzles against both 


targets, you take no damage. 5E 
Bad Moon Ench 1® 
All black creatures get +1/+1. 5E 
Befoul Sore 222 


Destroy target land or nonblack creature. A creature 
destroyed this way cannot be regenerated this tun. US 
Bellowing Fiend Su Spirit 3/3 4® 
Flying. Whenever Bellowing Fiend damages any crea- 
ture, Bellowing Fiend deals 3 damage to that creature’s 
controller and 3 damage to you. T 


Bereavement Ench 1® 
Whenever a green creature is put into a graveyard from 
play, its controller chooses and discards a card. US 
Black Knight Su Knight 2/2 PP 
First strike, protection from white. 5E 
Blight EL PP 
If enchanted land becomes tapped, destroy it at end of 
turn. 5E 
Blood Pet SuThrull 1/1 ® 
Sacrifice Blood Pet: Add 4 to your mana pool. Play 
this ability as a mana source. TE 
Blood Vassal Su Thrull 2/2 29 
Sacrifice Blood Vassal: Add 44% to your mana pool. 
Play this ability as a mana source, US 
Bog Imp Sulmp 1/1 re 
Flying, 5E 
Bog Raiders Su Zombies 2/2 2 
Swampwalk. US 
Bog Rats Su Rats 1/1 ® 
Bog Rats cannot be blocked by Walls. 5E 
Bog Wraith Su Wraith 3/3 3® 
Swampwalk. 5E 
Bottomless Pit Ench 12® 


During each player’s upkeep, that player discards a card 
at random. SH 


Bounty Hunter = SuMinin 22 2@@ 
: Put a bounty counter on target nonblack creature, 
©: Destroy target creature with any bounty counters 
on it. Tl 


Breach Inst 29 
Target creature gets +2/+0 until end of turn. That crea- 
ture cannot be blocked except by artifact creatures and 
black creatures this turn. US 


Breeding Pit Ench 22 
During your upkeep, pay #4 or sacrifice Breeding Pit. 
At the end of your turn, put a Thrull token into play. 

Treat this token as a 0/1 black creature. 5E 


Broken Visage Inst 4@ 
Destroy target nonartifact attacking creature and put a 
Shadow token into play. The destroyed creature cannot 
be regenerated this turn. Treat this token as a black 
creature with the same power and toughness as the 
targeted creature. At end of turn, sacrifice the token. 

* The token has power and toughness equal to the cur- 
rent power and toughness of the target, including 
bonuses from effects such as Bad Moon's or Giant 
Growth’s. For example, if Broken Visage targets a Black 
Knight (normally 2/2) while a Bad Moon is in play 
(making the Knight 3/3), the Visage token will be a 3/3 
creature that in turn gets the Bad Moon bonus, so it will 
be 4/4. «Tokens enter play under the control of whoever 
controls the effect that produces them, so you get the 
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Type P/T 


Shadow token regardless of who controls the targeted 
creature, 5E 
Brush with Death Sore 2% 
Buyback 2°44. Target opponent loses 2 life. You gain 
2 life, SH 
Cackling Fiend  SuZombie 21 20 
When Cackling Fiend comes into play, each of your 
opponents chooses and discards a card. 

Cannibalize Sore 1® 
Choose a player and two target creatures controlled by 
that player. Remove one of those creatures from the 


game and put two +1/+1 counters on the other. = SH 
Carnophage Su Zombie 2/2 ® 
During your upkeep, pay 1 life or tap Camophage. EX 
Carrion Ants Su Ants o/ 
2H 

1: Carrion Ants gets +1/+1 until end of turn. 
Carrion Beetles Suinsects 1/1 ® 


2, ©: Remove from the game up to three target 
cards in one graveyard. US 
Carrionette Su Skeleton 1/1 1® 
2: Remove Carrionette and target creature from 
the game. That creature’s controller may pay 2° to 
counter this ability. Use this ability only if Carrionette is in 
your graveyard. TE 
Cat Burglar Su Minion 2/2 3@ 
2 #, : Target player chooses and discards a card. 
Play this ability as a sorcery. EX 
Cloak of Confusion EC 

0: Defending player discards a card at random. 
Enchanted creature deals no combat damage this turn. 
Use this ability only if enchanted creature is attacking 


® 


and unblocked and only once each turn. 5E 
Clot Sliver Su Sliver 1/1 1® 
Each Sliver gains “‘2): Regenerate this creature” TE 
Coercion Sore 29 
Look at target opponent's hand and choose one of those 
cards. That player discards that card. TE 


Coffin Queen Su Wizard = 1/1 2@ 
You may choose not to untap Coffin Queen during your 
untap phase. 2, ©: Choose target creature card in 
any graveyard and put that creature into play under 
your control. Remove the creature from the game if 
Coffin Queen becomes untapped or if you lose control 
of Coffin Queen. *Coffin Queen's second ability has two 
effects, First, it puts a creature card into play; this is a 
one-time effect. Second, it sets up an ongoing effect 
that tracks what happens to the Coffin Queen. If a crea- 
ture put into play by Coffin Queen phases out, the ongo- 
ing effect that links the creature to the Coffin Queen’s 
status will end. After it phases back in, it'll be unaffect- 
ed by the Coffin Queen’s status. «Remember that the 
creature doesn't actually depend on Coffin Queen to 
stay in play. Once the one-time effect mentioned above 
resolves, the creature is simply in play, just like any 
other creature. This means that it'll phase in and out 
normally, just as if it were a creature brought back into 
play by, say, Strands of Night. TE 
Commander GreveniVecsu Legend 7/5 3 
When Commander Greven i/-Vec comes into play, sacri- 
fice a creature. Greven cannot be blocked except by 
artifact creatures and black creatures. 
Contamination Ench 

During your upkeep, sacrifice a creature or sacrifice 
Contamination. Whenever a land is tapped for mana, it 
produces 4 instead of its normal type and amountUS 
Corpse Dance Inst 2” 
Buyback 2), Take the top creature card in your grave- 
yard and put that creature into play. The creature is 
unaffected by summoning sickness this turn. Remove 
the creature from the game at end of turn. TE 
Corrupt Sore 5® 
Corrupt deals 1 damage to target creature or player for 
each swamp you control. When Corrupt successfully 
deals damage to a creature or player, gain life equal to 
that damage. US 
Corrupting Licid SuLicid 2/2 2e 
®, ©: Corrupting Licid loses this ability and becomes a 
creature enchantment that reads “Enchanted creature 
cannot be blocked except by artifact creatures and black 
creatures” instead of a creature. Move Corrupting Licid 
onto target creature, You may pay # to end this effect. 
See Transmogrifying Licid for related rulings. SH 
Crazed Skirge Sulmp 2/2 3 
Flying. Crazed Skirge is unaffected by summoning sick- 
ness, US 
Crovax the CursedSu Legend 0/0 24 
Crovax the Cursed counts as a Vampire. Crovax comes 
into play with four +1/+1 counters on it. During your 


TE 
28 


Cost : 


ACLE PLAYER’S GUIDE 


T Type P/T 


upkeep, sacrifice a creature and put a +1/+1 counter on 
Crovax, or remove a +1/+1 counter from Crovax. #: 
Crovax gains flying until end of turn. SH 
Culling the Weak MS ® 
Sacrifice a creature: Add 44°44 to your mana pool. 
EX 


Cursed Flesh EC = 
Enchanted creature gets -1/-1 and cannot be blocked 
except by artifact creatures and black creatures. EX 
Cursed Land EL 22 
During the upkeep of enchanted land's controller, 
Cursed Land deals 1 damage to him or her. 5E 
Dark Banishing Inst 2 
Destroy target nonblack creature. That creature cannot 
be regenerated this turn. 

Dark Hatchling © SuHoror 3/3 40 
Flying. When Dark Hatchling comes into play, destroy 
target nonblack creature. That creature cannot be 


regenerated this turn. US 
Dark Ritual MS = 
Add 4484 to your mana pool. 5E,TEUS 
Darkest Hour Ench ® 
All creatures are black. US 
Darkling Stalker Su Spirit 1/4 3® 


@: Regenerate Darkling Stalker. #: Darkling Stalker 
gets +1/+1 until end of turn. TE 
Dauthi Cutthroat Su Minion 1/1 1® 
Shadow. 14, >: Destroy target creature with shad- 
ow. EX 
Dauthi Embrace Ench 22 
©: Target creature gains shadow until end of turn.TE 
Dauthi Ghoul Su Zombie 1/1 1® 
Shadow. Whenever any creature with shadow is put into 
any graveyard from play, put a +1/+1 counter on 


Dauthi Ghoul. TE 
Dauthi Horror Su Beast 2/1 1® 
Shadow. Dauthi Horror cannot be blocked by white 
creatures. 

Dauthi Jackal SuHound 2/1 2% 


Shadow. 448, Sacrifice Dauthi Jackal: Destroy target 
blocking creature. EX 


Dauthi Marauder Su Minion 3/1 22 
Shadow. TE 
Dauthi Mercenary Su Knight 2/1 22 


Shadow. 14: Dauthi Mercenary gets +1/+0 until end 
of turn. TE 
Dauthi Mindripper Su Minion 2/1 3® 
Shadow. Sacrifice Dauthi Mindripper: Defending player 

chooses and discards three cards. Use this ability only if 


Dauthi Mindripper is attacking and unblocked. TE 
Dauthi Slayer Su Soldier 2/2 ef 
Shadow Each turn, Dauthi Slayer attacks if able. © TE 
Dauthi Trapper = Su Minion 1/1 2¢ 


®: Target creature gains shadow until end of tum. SH 


Dauthi Warlord Su Soldier */1 1® 
Shadow. Dauthi Warlord has power equal to the number 


of creatures with shadow in play. EX 
Death Pits of Rath — Ench SOS 
Whenever any creature is dealt damage, destroy it. That 
creature cannot be regenerated this turn. TE 
Death Stroke Sore Pe 
Destroy target tapped creature. SH 
Death’s Duet Sore 2@ 


Return two target creature cards from your graveyard 
to your hand. EX 
Deathgrip Ench 22 
4: Counter target green spell. Play this ability as an 
interrupt. 5E 


Derelor Su Thrull 4/4 3@ 
Your black spells cost an additional 4 to play. 5E 
Despondency EC 1® 


Enchanted creature gets -2/-0. When Despondency is 
put into a graveyard from play, return Despondency to 
owner's hand. U 


Diabolic Edict Inst 1@ 
Target player sacrifices a creature. TE 
Diabolic Servitude — Ench 3e 


When Diabolic Servitude comes into play, choose target 
creature card in your graveyard and put that creature 
into play. When the chosen creature is put into a grave- 
yard, remove the creature from the game and return 
Diabolic Servitude to owner’s hand. When Diabolic 
Servitude leaves play, remove the chosen creature from 
the game. US 
Discordant Dirge Ench 392 
During your upkeep, you may put a verse counter on 
Discordant Dirge. #, Sacrifice Discordant Dirge: Look at 


AC - Artifact Creature 
Art - Artifact 


Cost : 


Title Type P/T 

target opponent's hand and choose up to X of those 
cards, where X is the number of verse counters on 
Discordant Dirge. That player discards those cards. US 
Disturbed Burial Sorc 1® 
Buyback 3. Return target creature card from your 
graveyard to your hand. 

Drain Life Sore 1® 
X: Drain Life deals X damage to target creature or 
player. Spend only black mana in this way. Gain 1 life 
for each 1 damage dealt, but not more than the tough- 
ness of the creature or the life total of the player Drain 
Life damages. * You decide how much to spend on 
dealing damage as you play the spell and spend the 
mana at that time. You can’t change your mind later 
and deal more or less damage than that for which you 


originally paid, 5E 
Dread of Night Ench & 
All white creatures get -1/-1. TE 
Dregs of Sorrow Sore xa® 


Destroy X target nonblack creatures. Draw X cards, TE 


Drudge Skeletons Su Skeletons 1/1 De 
®: Regenerate. 5E 
Dungeon Shade = Su Spirit 1/1 3a 


Flying. 4: Dungeon Shade gets +1/+1 until end of 
turn. $ 

Duress Sore 2 
Look at target opponent's hand and choose a noncrea- 
ture, nonland card there. That player discards that card. 


US 
Eastern Paladin SuKnight 3/3 2% 
©, ©: Destroy target green creature. US 
Endless Scream EC x® 


Enchanted creature gets +X/+0. * The value of X is set 
when the spell is cast and does not revert to zero when 
the enchantment is in play, even though in the cast- 
ing cost becomes zero. Moving Endless Scream onto 
another creature doesn’t change the value of X, but sac- 
rificing it using a Faith Healer's ability will only give you 1 
life. TE 


Enfeeblement EC 22 
Enchanted creature gets -2/-2. TE 
Entropic Specter Su Spirt ** 3® 


Flying. Entropic Specter has power and toughness each 
equal to the number of cards in target opponent's hand. 
If Entropic Specter damages any player, that player 
chooses and discards a card. EX 
Erg Raiders Su Raiders 2/3 1® 
At the end of your turn, Erg Raiders deals 2 damage to 
you if it did not attack this turn. Ignore this effect if Erg 
Raiders has summoning sickness. *At the end of your 
turn, Erg Raiders checks to see whether it attacked that 
tum. If it didn’t, then it damages you. The effect is 
ignored only if Erg Raiders has summoning sickness. 5E 
Evil Eye of Orms-by-Gore Su Evil Eye 3/6 4% 
Evil Eye of Orms-by-Gore cannot be blocked except by 
Walls. Except for Evil Eyes, creatures you control cannot 
attack. 5E 
Evil Presence EL ® 
Enchanted land is a swamp. 5E 
Evincar’s Justice Sore 22” 
Buyback 3. Evincar’s Justice deals 2 damage to each 
creature and player. TE 
Exhume Sore 1® 
Each player chooses a creature card in his or her grave- 
yard and puts that creature into play. $ 
Expunge Inst 29 
Destroy target nonartifact, nonblack creature, That crea- 
ture cannot be regenerated this turn. Cycling 2. US 
Extinction Sorc 4@ 
Destroy all creatures of any creature type of your 
choice. 

Fallen Angel SuAngel 3/3 3 4>4® 
Flying. Sacrifice a creature: Fallen Angel gets +2/+1 
until end of turn 5E 
Fear EC ee 
Enchanted creature cannot be blocked except by arti- 
fact creatures and black creatures. 5E 


Fevered Convulsions Ench oe 
2: Put a-1/-1 counter on target creature. TE 
Flesh Reaver SuHorror 4/4 1e 


Whenever Flesh Reaver successfully deals damage to a 
creature or opponent, Flesh Reaver deals an equal 
amount of damage to you. 

Foul Imp Sulmp 2/2 2D 
Flying. When Foul Imp comes into play, lose 2 life. SH 
Frozen Shade Su Shade 0/1 2 
@: +1/+1 until end of tum. 5E 


MS - Mana Source 
Su - Summon 


Cost 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
Fugue Sore Zee 
Target player chooses and discards three cards. EX 
Funeral March EC Lee 


If enchanted creature leaves play,-its controller sacri- 
fices a creature, 


Gloom Ench 2m 
White spells cost an additional 3 to play. Activated 
abilities requiring an activation cost of white enchant- 
ments cost an additional 3° to play. *Although Gloom 
increases the cost to play a white spell or use the ability 
of a white enchantment, it doesn’t increase the casting 
cost of the spell or the activation cost of the enchant- 
ment. For example, Spell Blasting a Disenchant costs 

2 even if Gloom is in play. Likewise, an effect that 
reduces the activation cost of your enchantments could- 
n't reduce the mana payment required by Gloom. * The 
effect applies only to the activation costs of enchant- 
ments, not to other costs such as upkeep costs. 
Grave Pact Ench 1 aa 
Whenever any creature you control is put into any 
graveyard, each other player sacrifices a creature. SH 
Gravedigger Su Zombie 2/2 3@ 
When Gravedigger comes into play, you may return target 
creature card from your graveyard to your hand. TE 
Greater Werewolf Su Lycanthrope 2/4 4 
At end of combat, put a -0/-2 counter on each creature 
blocking or blocked by Greater Werewolf. * This ability is 
played at end of combat rather than triggering when 
blockers are declared, so killing the Werewolf during com- 
hat will prevent its ability from being played. 5E 
Grollub Su Beast 3/3 20 
For each 1 damage dealt to Grollub, each opponent 
gains 1 life. 

Hatred Inst SOD 
Pay % life: Target creature gets +X/+0 until end of 
turn. EX 


Hecatomb Ench 1@® 
When Hecatomb comes into play, sacrifice four creatures 
or sacrifice Hecatomb. Tap a swamp you control: 
Hecatomb deals 1 damage to target creature or player. */f 
you control at least four creatures when Hecatomb’'s 
“comes into play” effect resolves, you may choose four of 
them and sacrifice them. If you decide not to or don’t 
have enough creatures, Hecatomb is buried. 5E 
Hollow Dogs Su Hounds 3/3 4g 
Whenever Hollow Dogs attacks, it gets +2/+0 until end 
of turn. US 


5E 


Howl from Beyond Inst xe 
Target creature gets +X/+0 until end of turn. 5E 
Ill-Gotten Gains Sore 220 


Remove Ill-Gotten Gains from the game. All players dis- 
card their hands, then each player puts up to three cards 
from his or her graveyard into his or her hand. *You may 
choose the cards just discarded as part of IlI-Gotten 
Gains’ effect, since discarding your hand and choosing 
three cards from your graveyard are part of resolution 
and happen in that order. US 
Imps’ Taunt Inst 1® 
Buyback 3. Target creature attacks this tun if able. TE 
Initiates of the Ebon Handsu Clerics1/1 ® 
1: Add & to your mana pool. If 4° or more is spent in 
this way during one turn, sacrifice Initiates of the Ebon 
Hand at end of turn. Play this ability as a mana source. 
*The mana spent to play this ability isn’t simply changed 
from 1 to %. The colorless mana is spent, and black 
mana is added to your pool, 5 
Keeper of the Dead Su Wizard 1/2 PH 
, ©: Destroy target nonblack creature. Play this abil- 
ity only if that creature’s controller has at least two 
fewer creature cards in his or her graveyard than you 
have in yours. E 
Kezzerdrix Su Beast 4/4 2& 
First strike. During your upkeep, if your opponents control 
no creatures, Kezzerdrix deals 4 damage to you. TE 
Kjeldoran Dead = SuDead 3/1 ® 
When Kjeldoran Dead comes into play, sacrifice a crea- 
ture. 4: Regenerate Kjeldoran Dead. * When Kjeldoran 
Dead's ‘comes into play” effect resolves, you choose and 
sacrifice a creature. If Kjeldoran Dead is your only crea- 
ture in play at that time, you sacrifice it. 5E 
Knight of Dusk = Su Knight 2/2 De® 
&@: Destroy target creature blocking Knight of Dusk. 
TE 


Knight of Stromgaldsu Knight 2/1 ee 
Protection from white. 4: Knight of Stromgald gains 

first strike until end of turn. 44: Knight of Stromgald 
gets +1/+0 until end of turn. 5E 
Krovikan Fetish EC 2m 
Draw a card at the beginning of the turn after Krovikan 


Sor - Sorcery 
SC - Summon Creature 
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Title Type. P/T 


Fetish comes into play. Enchanted creature gets +1/+1. 
5E 


Lab Rats Sore g 
Buyback 4°. Put a Rat token into play. Treat this token 
as a 1/1 black creature. SH 
Leeching Licid Su licid 1/1 re 
®, ©: Leeching Licid loses this ability and becomes a 
Creature enchantment that reads “During the upkeep of 
enchanted creature’s controller, Leeching Licid deals 1 
damage to that player” instead of any other type of 
permanent. Move Leeching Licid onto target creature. 
You may pay & to end this effect. See ee 
ing Licid for related rulings. 


Leshrac’s Rite EC ‘ 
Enchanted creature gains swampwalk. 5E 
Living Death Sorc 3Pe 


Remove from the game all creature cards in all grave- 
yards. Then, put each creature that is in play into its 
owner's graveyard. Then, take each creature card 
removed from the game with Living Death and put it 


into play under its owner's control, TE 
Looming Shade SuShade 1/1 2m 
®: Looming Shade gets +1/+1 until end of turn. US 
Lord of the Pit SuDemon 77 4e@@ 


Flying, trample. During your upkeep, sacrifice a creature 
other than Lord of the Pit. If you cannot, Lord of the Pit 
deals 7 damage to you. ° This upkeep costs is mandato- 
1y. If you have any other creatures in play at the time 
you play Lord of the Pit's upkeep ability, you must sac- 
ifice one of them. If you can’t, Lord of the Pit deals 7 
damage to you. This damage may be prevented normal- 
ly-for example, with a CoP. Because the sacrifice is a 
Cost, you can sacrifice one Lord of the Pit to another, 
but you can't sacrifice two Lords of the Pit to each 
other. Paying one Lord's upkeep cost removes the other 
from play, thereby preventing you from paying the 


other's upkeep cost. 5E 
Lost Soul Su Lost Soul 2/1 =a 
Swampwalk, GE 
Lurking Evil Ench POD 


Pay half your life, rounded up: Lurking Evil becomes a 
4/4 creature with flying that counts as a Horror. US 
Maddening Imp = Sulmp = 1/1 QR 
Flying. ©: All non-Wall creatures target opponent con- 
trols attack this turn if able, At end of turn, destroy 
each of those creatures that did not attack. Use this 
ability only during target opponent's turn and only 
before combat. TE 
Mana Leech SuWorm 1/1 2 
You may choose not to untap Mana Leech during your 
untap phase, @: Tap target land. As long as Mana 
Leech remains tapped, that land does not untap during 
its controller's untap phase, US 
Marsh Lurker Su Beast 3/2 3@ 
Sacrifice a swamp: Marsh Lurker cannot be blocked this 
tum except by artifact creatures and black creatures, TE 


Megrim Ench 20 
Whenever any opponent discards a card, Megrim deals 
2 damage to him or her. SH 
Mind Maggots Su Insects 2/2 3 


When Mind Maggots comes into play, choose and dis- 
card any number of creature cards. For each card dis- 
carded this way, put two +1/+1 counters on Mind 
Maggots. EX 
Mind Peel Sore 3 
Buyback 244. Target player chooses and discards a 
card, 

Mind Ravel Sorc 29 
Target player chooses and discards a card. Draw a card 
at the beginning of the next turn. © This spell doesn’t fiz- 
Zle if the target has no cards, so you'll draw your card 


regardless, 5E 
Mind Warp Sore xoe 
Look at target player's hand. He or she discards X cards 
of your choice. 5E 
Mindstab Thrull Suthul 22 «@@ 


Sacrifice Mindstab Thrull: Defending player chooses and 
discards three cards. Use this ability only if Mindstab 
Thrull is attacking and unblocked. 5E 
Mindwarper Su Spirit 0/0 2e@ 
Mindwarper comes into play with three +1/+1 counters 
on it. 2%, Remove a +1/+1 counter from 
Mindwarper: Target player chooses and discards a card. 
Play this ability as a sorcery. 

Mindwhip Sliver Su Sliver 2/2 oe 
Each Sliver gains “2, Sacrifice this creature: Target 
player discards a card at random. Play this ability as a 
sorcery.’ TE 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost ? 


Title Type P/T Cost 
Minion of the Wastes Su Minion **3 ee 
Trample, When you play Minion of the Wastes, pay any 
amount of life. Minion of the Wastes has power and 
toughness each equal to that amount.e When Minion of 

the Wastes is about to come into play by any means 

other than being cast, you must choose an amount of life 
and pay it before Minion comes into play. TE 


Mole Worms SuWorms 1/1 2@ 
You may choose not to untap Mole Worms during your 
untap phase. : Tap target land. As long as Mole 
Worms remains tapped, that land does not untap during 
its controller’s untap phase, 5E 


E Morgue Thrull Su Thrull 2/2 2m 
Sacrifice Morgue Thrull: Put the top three cards of your 
library into your graveyard, SH 
Mortuary Ench 3 
Whenever any creature is put into your graveyard from 
play, put that creature on top of your library, SH 


Murk Dwellerssu Murk Dwellers 2/2 3g 
If Murk Dwellers attacks and is not blocked, it gets 
+2/+0 until end of turn. 6E 


Nausea Sore 1® 
All creatures get -1/-1 until end of turn. EX 


Necrite SuThrull 2/2 Deeme 
Sacrifice Necrite: Destroy target creature defending 
player controls, That creature cannot be regenerated 
this turn, Use this ability only if Necrite is attacking and 
unblocked. 5E 


Necrologia Inst SRR 
Play Necrologia only during your discard phase, Pay 
life: Draw X cards, EX 


Necropotence Ench PRR 
Skip your draw phase. Whenever you discard a card, 
remove that card from the game. Pay 1 life: Remove 
the top card of your library from the game. At the 
beginning of your discard phase, put that card into your 
hand. *Mecropotence doesn't cause you to skip your 
draw phase unless it's in play when the phase begins, 
For example, you may skip your draw phase for effects 
such as Pursuit of Knowledge’s prior to when 
Necropotence would cause you to skip it. If another 
effect, such as the death of an Ivory Gargoyle, also 
causes you to skip that phase, you choose which effect 
actually causes you to skip it. If Necropotence’s effect 
lets you skip the phase, you'll still have to skip one later 
for the other effects. * The activated ability removes 
cards from your library immediately, and puts them into 
your hand at the beginning of your next discard phase. 
The cards are put into your hand by Necropotence's 
effect, not by the card itself, so you'll get them even if 
it leaves play. * The cards that are placed aside remain 
face down. However, if an effect makes the top card of 
your library visible, the card will remain face up when 
set aside. Cards are removed one at a time, so they all 
would be face up. °All cards you discard are removed 
from the game, even if you discard them to somewhere 
other than your graveyard. This includes cards that are 
discarded as a cost. 5E 


Nether Shadow SuShadow 1/1 Pe 
Nether Shadow is unaffected by summoning sickness. 
At the end of your upkeep, if Nether Shadow is in your 
graveyard with at least three creature cards above it, 
you may put Nether Shadow into play. ° This is a phase 
ability rather than an activated ability so Nether Shadow 
may be returned to play only once each turn. 5E 


Nightmare Su Nightmare = */* ae 
Flying. Nightmare has power and toughness each equal 
to the number of swamps you control. 5E 
No Rest for the Wicked Ench 1® 


Sacrifice No Rest for the Wicked: Return to your hand 
all creature cards put into your graveyard from play this 
turn. US 


Oath of Ghouls Ench 1® 
During each player's upkeep, if there are more creature 
Cards in that player’s graveyard than in target oppo- 

nent’s graveyard, the player may return a creature card 
from his or her graveyard to his or her hand. EX 


Oppression Ench 12 
Whenever a player successfully casts a spell, that player 
chooses and discards a card. US 


Order of Yawgmoth Su knight 2/2 2m 
Order of Yawgmoth cannot be blocked except by arti- 
fact creatures and black creatures, Whenever Order of 
Yawgmoth successfully deals damage to a player, that 

layer chooses and discards a card, US 

aralyze EC ® 
When Paralyze comes into play, tap enchanted creature. 
Enchanted creature does not untap during its controller's 
untap phase. That player may pay an additional 4° during 
his or her upkeep to untap it. *Because 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Title Type. P/T 
the untap cost is paid during upkeep, it may be paid 
more than once each turn. Untap costs are cumulative, 
so two Paralyzes increase untap cost to 8. 5E 
Parasitic Bond EC B® 
During the upkeep of enchanted creature’s controller, 
Parasitic Bond deals 2 damage to that player. US 
Perish Sore 2 
Destroy all green creatures. Those creatures cannot be 
regenerated this turn. Tl 
Persecute Sore 22h 
Choose a color. Look at target player’s hand. That play- 
er discards all cards of the chosen color.US 


Pestilence Ench 


; 


22h 


At the end of any turn, if there are no creatures in play, 
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sacrifice Pestilence. #: Pestilence deals 1 damage to 
each creature and player. °/f another “at end of turn” 
ability is scheduled to produce a creature or to remove 
the last creature from play, you can choose whether or 
not to play it before Pestilence’s ability. Effects that last 
until end of turn, such as animating a Mishra’s Factory, 
end before Pestilence checks for creatures, 5E,US 
Phyrexian Ghoul Su Zombie 2/2 

Sacrifice a creature: Phyrexian Ghoul gets +2/+2 until 
end of turn. 


Pit Imp Sulmp 0/1 ® 
Flying. #: Pit Imp gets +1/+0 until end of turn. You cannot 
spend more than 44 in this way each tum. TE 
Pit Scorpion = Su Scorpion 1/1 2m 


If Pit Scorpion damages any player, he or she gets a 
poison counter. If any player has ten or more poison 
counters, he or she loses the game. 5E 
Pit Spawn Su Beast 6/44a— 
First strike. During your upkeep, pay #4 or sacrifice 
Pit Spawn. If Pit Spawn damages any creature, remove 
that creature from the game. EX 
Plague Rats Su Rats */* 2% 
Plague Rats has power and toughness each equal to the 
number of Plague Rats in play. 5E 


Plaguebearer © Su Zombie 1/1 Le 
*& X ®: Destroy target nonblack creature with total 
casting cost equal to *. EX 
Planar Void Ench 

Whenever a card is put into a graveyard, remove that 
card from the game. US 
Pox Sore CT. 


Each player loses 1/3 of his or her life; then chooses 
and discards 1/3 of his or her hand; then sacrifices 1/3 
of the creatures he or she controls; and then sacrifices 
1/3 of the lands he or she controls. Round each loss up. 
This spell doesn’t use the word “target,” so it's not tar- 


Cost : 


Title Type PT Cost 
geted in any way. White Knights, Pincher Beetles, and 
so on are counted and sacrificed just like any other 
creature. 5E 
Priest of Gix Su Minion 2/1 22 
When Priest of Gix comes into play, add 444 to 
your mana pool. US 


Rabid Rats Su Rats 1/1 re 
®: Target blocking creature gets -1/-1 until end of 
turn. 

Rag Man SuRagMan 2/1 2@@ 
&®@, ©: Look at target opponent's hand. That 
player discards a creature card at random. Use this 
ability only during your turn. 5E 
Rain of Filth Inst 


® 
Each land you control gains “Sacrifice this land: Add & 


such as Spreading Algae would cause one of your lands to 
be destroyed when tapped, the effect of Rain of Filth 
would allow you to sacrifice it in response, since this 
ability is played as a mana source. Rain of Filth, howev- 
er, must already be in effect to use its ability. US 


Rain of Tears Sorc L@® 
Destroy target land. TE 
Raise Dead Sore ® 


Return target creature card in your graveyard to 
your hand. 5E 
Rats of Rath suRats 2/1 1% 
@®: Destroy target artifact, creature, or land you 
control. TE 
Ravenous Skirgesu imp 1/1 2% 
Flying. Whenever Ravenous Skirge attacks, it 
gets +2/+0 until end of turn. US 
Reanimate Sore C7 
Put target creature card from any graveyard into 
play under your control, Lose life equal to that 
creature's total casting cost. TE 
Reckless Spite inst Lee 
Destroy two target nonblack creatures. Lose 5 life. 
TE 


Reclusive Wightsu Minion 4/4 3® 
During your upkeep, if you control any other non- 
land permanents, sacrifice Reclusive Wight US 
Recurring NightmareEnch 29 
Sacrifice a creature, Return Recurring Nightmare to 
owner's hand: Put target creature card from your 
graveyard into play. Play this ability as a sorcery. EX 
Reprocess Sore 22” 
Sacrifice any number of artifacts, creatures, and/or lands 
and draw a card for each one sacrificed this way. US 
Revenant Su Spirit */* 4® 
Flying. Revenant has power and toughness each equal 
to the number of creature cards in your graveyard. SH 
Sadistic Glee EC 

Whenever any creature is put into any graveyard from 
play, put a +1/+1 counter on enchanted creature. TE 
Sanguine Guard SuKnight 22 te@ 
First strike. «4: Regenerate Sanguine Guard. US 
Sarcomancy Ench ® 
When Sarcomancy comes into play, put a Zombie token 
into play. Treat this token as a 2/2 black creature, 
During your upkeep, if there are no Zombies in play, 
Sarcomancy deals 1 damage to you. TE 
Scare Tactics Inst ® 
All creatures you control get +1/+0 until end of tum. EX 
Scathe Zombies Su Zombies 2/2 2® 
5E 


Screeching Harpy SuBeast 2/2 2e@ 
Flying. «4: Regenerate Screeching Harpy. TE 
Sengir Autocrat Su Autocrat 2/2 3 
When Sengir Autocrat comes into play, put three Serf 
tokens into play. Treat these tokens as 0/1 black crea- 
tures. If Sengir Autocrat leaves play, destroy all Serf 
tokens, °/f Sengir Autocrat leaves play, it destroys all 
Serf tokens in play, not just the ones it created, regard- 
less of who controls them. 5E 
Serpent Warrior Su Soldier 3/3 2m 
When Serpent Warrior comes into play, lose 3 life. SH 
Servant of Volrath Su Minion 3/3 2e 
If Servant of Volrath leaves play, sacrifice a creature. TE 
Sicken EC ® 
Enchanted creature gets -1/-1. Cycling 2. US 
Skeleton Scavengerssu Skeletons0/0 2 
Skeleton Scavengers comes into play with one +1/+1 
counter on it. Pay “1 for each +1/+1 counter on 
Skeleton Scavengers: Regenerate Skeleton Scavengers 
and put a +1/+1 counter on it. SH 


to your mana pool” until end of tun. °/f a triggered effect 
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Title Type PT Cost 
Skirge Familiar Sulm 32 4@ 
Flying. Choose and discard a card: Add # to your 
mana pool. Play this ability as a mana source. US 
Skittering Skirge  Sulmp 3/22 &® 
Flying. When you successfully cast a creature spell, 
sacrifice Skittering Skirge. 


Skyshroud Vampire Su Vampire 3/3 3 ee 
Flying. Choose and discard a creature card: Skyshroud 
Vampire gets +2/+2 until end of turn. T 
Slaughter Inst 208 
Buyback-Pay 4 life. Destroy target nonblack creature. 
That creature cannot be regenerated this turn, EX 
Sleeper Agent  SuMinion 3/3 co) 
When Sleeper Agent comes into play, target opponent 
gains control of it. During your upkeep, Sleeper Agent 
deals 2 damage to you, US 
Sorceress Queen Su Sorceress 11 1® 
®: Target creature other than Sorceress Queen is 0/2 
until end of turn. ° This effect overrides calculated 
power and toughness such as that of Nightmare or 
Dauthi Warlord. When the Queen's effect wears off, the 
creature returns to its normal power and toughness for- 
mula. °A Sorceress Queen may target other Sorceress 
Queens. 5E 
Souldrinker Su Spirit 2/2 3@ 
Pay 3 life: Put a +1/+1 counter on Souldrinker. © TE 
Spike Cannibal Su Spike 0/0 1% 
Spike Cannibal comes into play with one +1/+1 counter 
on it. When Spike Cannibal comes into play, move all 
+1/+1 counters from all creatures onto Spike Cannibal. 
EX 
Spinal Graft EC te 
Enchanted creature gets +3/+3. If enchanted creature is 
the target of a spell or ability, destroy that creature. The 
creature cannot be regenerated this turn, E 


Spined Fluke Su Horror 5/1 28 
When Spined Fluke comes into play, sacrifice a crea- 
ture, &: Regenerate Spined Fluke. 

Stromgald Cabal su Knights 2/2 19% 
®, Pay 1 life: Counter target white spell. Play this * 
ty as an interrupt. 

Stronghold AssassinSu Assassin 2/1 1 oa 
®, Sacrifice a creature: Destroy target nonblack crea- 
ture. $ 
Stronghold Taskmastersu Minion4/3 2 
All other black creatures get -1/-1. SH 


Tainted Ather Ench 222 
Whenever a creature comes into play, its controller sac- 
rifices a creature or land. US 
Terror Inst 1e 
Destroy target nonartifact, nonblack creature. That crea- 
ture cannot be regenerated this turn. 


Thrull Retainer EC 

Enchanted creature gets +1/+1. Sacrifice Thrull 
Retainer: Regenerate enchanted creature. 5E 
Thrull Surgeon =~ SuThrull = 1/1 1@ 


1 ®, Sacrifice Thrull Surgeon: Look at target player's 
hand and choose one of those cards, That player dis- 
cards that card, Play this ability as a sorcery. EX 


Torment EC 1® 
Enchanted creature gets -3/-0, SH 
Torture EC ® 
1: Put a -1/-1 counter on enchanted creature. 5E 


Tortured Existence — Ench ® 
®, Choose and discard a creature card: Return target 
creature card from your graveyard to your hand. = SH 
Touch of Death Sore 2 
Touch of Death deals 1 damage to target player and you 
gain 1 life. Draw a card at the beginning of the next 


turn. 5E 
Unholy Strength EC ® 
Enchanted creature gets +2/+1. 5E 
Unnerve Sorc 3@ 


Each of your opponents chooses and discards two 
cards, 


Unworthy Dead Su Skeletons 1/1 1® 


@: Regenerate Unworthy Dead. US 
Vampire Bats SuBats 0/1 = 
Flying. 4: +1/+0 until end of turn. You cannot spend 

more than #4 in this way each turn. 5E 


Vampire Hounds Su Hounds 2/2 2e 
Choose and discard a creature card: Vampire Hounds 
gets +2/+2 until end of turn. EX 
Vampiric Embrace EC 298 
Enchanted creature gets +2/+2 and gains flying. 
Whenever a creature successfully dealt damage by 
enchanted creature this turn is put into a graveyard, put 
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Title Type P/T Cost : 


a +1/+1 counter on enchanted creature. US 


Vebulid SuHorror 0/0 2 
Vebulid comes into play with one +1/+1 counter on it. 
During your upkeep, you may put a +1/+1 counter on 
Vebulid. When Vebulid attacks or blocks, destroy it at 
end of combat. US 
Victimize Sore 2e 
Choose two target creature cards in your graveyard. 
Sacrifice a creature. If you do, put the two chosen crea- 
tures into play tapped. US 
Vile Requiem Ench 2@@ 
During your upkeep, you may put a verse counter on 
Vile Requiem. 1, Sacrifice Vile Requiem: Destroy up 
to X target nonblack creatures, where X is the number 
of verse counters on Vile Requiem. Those creatures 
cannot be regenerated this turn. 


Volrath’s Dungeonenchantment 222 
Any player may pay 5 life during his or her turn to 
destroy Volrath’s Dungeon. Choose and discard a card: 
Target player chooses a card in his or her hand and 
puts that card on top of his or her library. Play this abil- 
ity as a sorcery. EX 
Wall of Bone Su Wall 1/4 2 
®: Regenerate, 5E 
Wall of Souls Su Wall 0/4 1® 
Whenever Wall of Souls is dealt combat damage, it deals 
an equal amount of damage to target opponent. SH 


Warp Artifact EA aE 
During the upkeep of enchanted artifact’s controller, 

Warp Artifact deals 1 damage to him or her. 5E 
Weakness EC ® 
Enchanted creature gets -2/-1. 5E 
Western Paladin SuKknight 3/3 2@@ 
©, ©: Destroy target white creature. US 
Witch Engine Su Horror 4/4 5® 


Swampwalk. @: Add 444 to your mana pool. 
Target opponent gains control of Witch Engine. US 


Wretched, The SuWretched 2/5 3@@ 
At the end of combat, gain control of all creatures 
blocking The Wretched as long as you control The 
Wretched. ° The player that controls The Wretched at 
end of combat gains control of all creatures that 
blocked it. 5E 


Xenic Poltergeistsu Poltergeist 1/1 1® 
©: Until your next upkeep, target noncreature artifact is 
an artifact creature with power and toughness each 
equal to its total casting cost. (That artifact retains all of 
its original abilities.) »All permanents get summoning 
sickness, even though only creatures are affected by it. 
Thus, whether an artifact animated by Xenic Poltergeist 
can attack or use its abilities is determined just as if it 
had been a creature all along.. 5E 
Yawgmoth’s Edict = Ench 1@ 
Whenever one of your opponents successfully casts a white 
spell, that player loses 1 life and you gain 1 life. US 
Yawgmoth’s Will Sorc 2@ 
Until end of turn, you may play cards in your graveyard 
as though they were in your hand. Cards put into your 
graveyard this turn are removed from the game instead. 
U 


Zombie Master Sulord 2/3 Lee 
All Zombies gain “4: Regenerate” and swampwalk. 
*Zombie Master is a Lord, not a Zombie, so it doesn’t 
grant its abilities to itself. 5E 


Academy Researchers Su Wiz 2/21 ¢ 

When Academy Researchers comes into play, you may 

choose an enchant creature card in your hand and put 

that enchantment into play on Academy Researchers. 
US 


Aether Storm Ench 36 
Summon spells cannot be played. Any player may pay 4 
life to destroy ther Storm. *Artifact creature spells 
aren't summon spells, so they can be played in spite of 
Atther Storm. «The ability to destroy Ather Storm is an 
instant that any player can pay 4 life to play. It may be 
responded to normally, perhaps by returning Ather 
Storm to its owner's hand with Time Elemental. As with 
any cost, the life is lost even if the effect turns out to 
do nothing. 5E 


Air Elemental SuElemental 4/4 366 
Flying. 5E 
Annul Intr ¢ 
Counter target artifact or enchantment spell. US 
Anti-Magic Aura EC 2¢ 


Enchanted creature cannot be the target of enchant- 
ments, instants, or sorceries. This effect does not 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 


destroy Anti-Magic Aura. (Other enchantments on that 
creature are buried because their target is now illegal.) 
* This ability prevents the enchanted creature from 
being targeted by anything that is played as an 
enchantment, an instant, or a sorcery. This includes 
abilities played as any of these. 

Arcane Laboratory —Ench 26 
Each player cannot play more than one spell each turn. 
*Although mana source spells cannot be prevented by 
Arcane Laboratory, if a mana source spell is played 
first, no other spells, except other mana source spells, 
may be played that same turn. Arcane Laboratory 
only allows a total of one spell to be played per turn 
by each player. For instance, you may not play the 
same buyback spell twice in one turn, or two copies of 
the same spell. US 
Attunement Ench 26 
Return Attunement to owner's hand: Draw three cards, 
then choose and discard four cards. U 


Azure Drake Su Drake 2/4 36 
Flying. 5E 
Back to Basics Ench 26 


Nonbasic lands do not untap during their controllers’ 
untap phases, U 
Barrin, Master Wizardsu Legend 11 16 
Barrin, Master Wizard counts as a Wizard. 2, Sacrifice 
a permanent: Return target creature to owner's hand.US 
Benthic Behemoth Su Serpent 7/6 5S #@6 
Islandwalk. TE 
Binding Grasp EC 36 
During your upkeep, pay 1 or destroy Binding 
Grasp. Gain control of enchanted creature. That creature 


gets +0/+1. 5E 
Boomerang Inst ee 
Return target permanent to owner's hand. 5E 
Brainstorm Inst rs 


Draw three cards. Then, put any two cards from your 
hand on top of your library in any order. This effect 
generates two events: drawing three cards, and putting 
two cards on top of your library. Thus, abilities that trig- 
ger when cards are drawn will be played before cards 
are put back onto your library. For example, if you draw 
creature cards while you have Enduring Renewal in 
play, you'll discard them before being able to put = 
on top of your library. 


Capsize Inst 16 ‘ 
nae 3. Return target permanent to owner's hand. 
TE 


Catalog Inst 26 
Draw two cards, then choose and discard a card. US 
Chill Ench 1¢@ 
Red spells cost an additional 2 to play. TE 
Cloak of Mists EC 16 
Enchanted creature is unblockable. US 
Cloud Spirit Su Spirit 3/1 26 
Flying. Cloud Spirit can block only creatures with flying. SH 
Confiscate EP 466 
You control enchanted permanent. US 
Contempt EC re 


If enchanted creature attacks, return that creature and 
Contempt to owner’s hand at end of combat. 


Coral Merfolk = SuMerfolk 2/1 16 

US 
Counterspell Intr ee 
Counter target spell. 5E,TE 
Cunning EC Pé 


Enchanted creature gets +3/+3. If enchanted creature 
attacks or blocks, sacrifice Cunning at end of turn. EX 


Curfew Inst e 
Each player chooses a creature he or she controls and 

returns it to owner's hand. U 

Curiosity EC e 
If enchanted creature damages an opponent, you may 

draw a card. 


Dance of Many Ench oe 
During your upkeep, pay @ @ or sacrifice Dance of 
Many. When you play Dance of Many, choose target 
summon card. When Dance of Many comes into play, 
put a token creature into play and treat it as a copy of 
that summon card. If either Dance of Many or the token 
creature leaves play, sacrifice the other. */f Dance of 
Many resolves without fizzling, it will produce its token 
even if the target somehow disappears after resolution 
but before the token comes into play. This is because 
the ability of putting the token into play isn’t targeted. 
The token will be a copy of the target as it existed 
when Dance of Many came into play. «The token copies 
the target's casting cost, so it doesn’t have a default 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


: Title Type P/T Cost 
total casting cost of 0 as most tokens do. 5E 
Dandan SuDandan 4/1 ee 
Islandhome. 5E 
Dark Maze Su Wall 4/5 46 


0: Dark Maze can attack this turn as though it were 
Not a Wall, At end of turn, remove Dark Maze from the 
game. 5E 


Deflection Intr 36 
Target spell with a single target now targets a new legal 
target of your choice. «When you play Deflection, you 
choose a target spell and a new target for that spell. 
Deflection doesn't target the spell’s new target, nor 
does it change who is playing the spell. If the new tar- 
get for the spell turns out to be illegal when Deflection 
resolves, it fizzles with no effect. «Deflection only tar- 
gets a spell being cast, so although it may retarget a 
permanent such as Black Vise as it's being cast, it can't 
do so once the permanent is in play. Deflection can't 
target a spell that's interrupting another spell or ability, 
because the spell is already targeting its only legal tar- 
get, namely the spell or ability it's interrupting. 5E 
Dismiss Intr 266 
Counter target spell. Draw a card. TE 


Disruptive Student Su Wizard 1/1 26 
©: Counter target spell unless its caster pays an addi- 
tional ‘1. Play this ability as an interrupt. U 
Dominating Licid Sulicid 11 Deve 
1@ © , >: Dominating Licid loses this ability and 
becomes a creature enchantment that reads “Gain con- 
trol of enchanted creature" instead of any other type of 
permanent. Move Dominating Licid onto target creature. 
You may pay @’ to end this effect. *See 
Transmogrifying Licid for related rulings. EX 


Douse Ench 26 
1°: Counter target red spell, Play this ability as an 
interrupt. US 


Drain Power Sore ee 
Target player draws all mana from all lands he or she con- 
trols. Put all mana from that player's mana pool into yours. 
The target player can tap lands for mana and play spells 
and abilities using that mana before Drain Power steals it 
Also, the player can control the amount and type of mana 
produced by his or her lands by tapping them for mana 
prior to the resolution. ° Drain Power will draw as much 
mana as possible out of the target's lands, so if a land has 
more than one mana-producing ability, the one that will 
produce the most manzis used, and it will produce as 
much mana as possible. If abilities tie in this respect, the 
land's controller decides which ability is used. For example, 
Havenwood Battleground would have to produce two 
mana, but a Veldt’s controller would choose which type of 
mana it produced. Also, a storage land would be drained of 
all its counters. If the land's ability requires making any 
choices other than how much mana to produce, the land's 
controller makes those choices. eLands that don’t produce 
mana are ignored. 5E 
Dream Cache Sorc 26 
Draw three cards. Choose two cards from your hand 
and put both on either the top or the bottom of your 
library. TE 
Dream Halls Ench 366 
Instead of paying the casting cost for a spell of any 
color, its caster may choose and discard a card that 
shares at least one color with that spell. If the spell has 
& in its casting cost, & is 0.°Dream Hall's ability is a 
continuous ability, not a replacement or triggered ability. 
(It's worded like a replacement ability for ease of under- 
standing) Discarding Guerrilla Tactics to pay for a red 
spell through your opponent's Dream Halls, for example, 
does not trigger the Tactic’s second ability. SH 
Dream Prowler § Sulilusion 1/5 2606 
Dream Prowler is unblockable as long as no other crea- 
tures are attacking. SH 
Drifting Djinn Su Djinn 5/5 4O6 
Flying. During your upkeep, pay ‘1'@’ or sacrifice 
Drifting Djinn. Cycling 2. 

Duplicity Ench 366 
When Duplicity comes into play, remove the top five 
cards of your library from the game, face down. During 
your upkeep, you may exchange all the cards in your 
hand for all the cards removed from the game with 
Duplicity. At the end of your turn, choose and discard a 
card. If you lose control of Duplicity, put into owner's 
graveyard all cards removed from the game with 
Duplicity. 

Enchantment Alteration Inst é 
Move target enchantment from one creature to another 
or from one land to another. 

Energy Field Ench i¢ 


Prevent all damage dealt to you from sources you do 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T 
Not control. When a card is put into your graveyard, 
sacrifice Energy Field. US 


Energy Flux Ench 26 
All artifacts gain “During your upkeep, pay : or sacri- 
fice this artifact” * This effect gives each artifact an 
upkeep cost. This means, for example, that you can’t 
use an artifact’s abilities until its upkeep cost is paid. It 
also means that you can’t use an artifact’s mana-pro- 
ducing abilities until its upkeep cost effect has resolved; 
for example, a Mox Diamond can’t be used to pay its 
own upkeep cost. 5E 
Enervate Inst 16 
Tap target artifact, creature, or land. Draw a card at the 
beginning of the next turn. ° This effect doesn’t fizzle if 
the target is already tapped, so you still get the card5E 


Ephemeron Sulllusion 4/4 466 
Flying. Choose and discard a card: Return Ephemeron 
to owner's hand. 

Equilibrium Ench Lee 
Whenever you successfully cast a creature spell, you 
may pay ‘1° to return target creature to owner's hand, 


EX 
Ertai, Wizard Adept Su Legend 1/1 ae 
Ertai, Wizard Adept counts as a Wizard. 26, @: 


Counter target spell. Play this ability as an interrupt. EX 


Ertai’s Meddling Intr xe 
When target spell is successfully cast, put X delay coun- 
ters on it. X cannot be 0. That spell does not resolve at 
the normal time. During each upkeep of that spell’s cast- 
er, remove a delay counter from the spell. If the spell has 
no delay counters on it, it resolves. */f a spell is targeted 
by more than one Ertai's Meddling, the spell will stil! only 
resolve once. The other Medaliings will attempt to have 
the spell resolve, but their effects will be ignored, 
because a spell can resolve only once each time it's suc- 
cessfully cast. TE 
Escaped ShapeshifterSu Shapeshifter3/4  6@ 
As long as your opponent controls any creatures with 
flying, Escaped Shapeshifter gains flying. The same is 
true for first strike, trample, and protection from any 
color * When Escaped Shapeshifters check to see which 
abilities they copy, they evaluate everything that's in 
play, ignoring the presence of other Escaped 
Shapeshifters, They then gain abilities based on whether 
opposing creatures have them. Escaped Shapeshifters 
don't give each other abilities, much like Reflecting 
Pools don’t enable each other to produce mana. Effects 
such as Radjan Spirit's can remove an Escaped 
Shapeshifter’s copied abilities just as if the Shapeshifter 


had those abilities naturally. TE 
Evacuation Inst a66 
Return all creatures to owners’ hands, SH 
Exhaustion Sore 26) 


Creatures and lands target opponent controls do not 
untap during his or her next untap phase. ° Exhaustion 
affects the target opponent's next turn and all perma- 
nents he or she controls at that time, regardless of 
whether they were in play when Exhaustion resolved US 
Fade Away Sore 26 
For each creature, that creature’s controller pays ‘1’ or 
sacrifices a permanent. EX 
Feedback EE 26 
During the upkeep of enchanted enchantment'’s con- 


troller, Feedback deals 1 damage to him or her. © 5E 
Fighting Drake = Su Drake 2/4 QW 
Flying. TE 
Flight EC ry 
Enchanted creature gains flying. 5E 
Flood Ench ¢ 
@ @: Tap target creature without flying. 5E 
Fog Bank Su Wall 0/2 ae 


Flying. Fog Bank does not deal or receive combat dam- 
age. US 
Forbid Intr Loe 
Buyback-Choose and discard two cards. Counter target 
spell. EX 


Force Spike Intr ¢ 
Counter target spell unless its caster pays an additional 
©. 5E 
Forget Sore 


6 
Target player chooses and discards two cards, then draws 
as many cards as he or she discarded in this way. 5E 
Fylamarid Su Beast 1/3 é 
Flying. Fylamarid cannot be blocked by blue creatures. 
: Target creature is blue until end of turn. TE 
Gaseous Form EC 26 
Enchanted creature neither deals nor receives combat 
damage. 5E,TE 


EC - Enchant Creature 
Intr - Interrupt 


5E - Fifth Edition 
TE - Tempest 


Cost : 


Title 


Giant Crab Su Crab 3/3 ae 
: Unti end of turn, Giant Crab cannot be the target 
of spells or abilities. TE 
Gilded Drake Su Drake 3/3 1e 
Flying. When Gilded Drake comes into play, exchange 
control of Gilded Drake for target creature one of your 
opponents controls or sacrifice Gilded Drake. US 


Type P/T 


Glacial Wall Su Wall 0/7 26 
5E 
Gliding Licid SuLicid 2/2 26 


@, ©: Gliding Licid loses this ability and becomes a 
Creature enchantment that reads “Enchanted creature 
gains flying” instead of a creature. Move Gliding Licid onto 
target creature. You may pay ‘@’ to end this effect. *See 
Transmognitying Licid for related rulings. SH 
Great Whale SuWhale 5/5 566 
When Great Whale comes into play, untap up to seven 
lands. US 


HOSE ’EM DOWN 


Fveryone knows Sands of Time was made 
Stasis. Did you know that Quirion Ranger wé 
The theory while designing everyone's fave 
that all its abilities got around Stasis. By re 


forest to your hand to untap a creature, you 
tively untapping 2 land too. The result, as it 
meant to be, was that Stasis couldn't comple 
down a straight green-creature deck, since | 
still have at least one land untapped per 
able to attack with at least one creature, 


Hammerhead Shark Su Fish 2/3 16 
Hammerhead Shark cannot attack unless defending 
player controls any islands, 

Hermetic Study EC 1¢ 
Enchanted creature gains “<: This creature deals 1 
damage to target creature or player.” 

Hesitation Ench 1 
If any spell is played, counter that spell and sacrifice 
Hesitation. 


Hibernation Inst 26 
Return all green permanents to owners’ hands, US 
Homarid Warrior SuHomarid 3/3 46 


@: Homarid Warrior cannot be the target of spells or 
abilities until end of tum and does not untap during 
your next untap phase. Tap Homarid Warrior. ° Once its 
ability resolves, any earlier spells or abilities in the batch 
that targeted Homarid Warrior will fizzle, as it will be an 
invalid target by the time they resolve. ° Tapping 
Homarid Warrior is part of the effect, not the cost, so 
you can play the ability if Homarid Warrior has sum- 
moning sickness or is already tapped. ° Enchantments 
already in play are permanents, not spells or abilities, so 
this effect won't destroy enchantments already on 


Homarid Warrior. SE 
Horned Turtle Su Turtle 1/4 26 

TE 
Horseshoe Crab = SuCrab 1/3 26 
@: Untap Horseshoe Crab. US 
Hurkyl’s Recall Inst 16 


Return to target player's hand all artifacts in play he or 
she owns. e/t isn’t important who controls the artifacts 
owned by the target player. 5E 


Hydroblast Intr ¢ 
Counter target spell if it is red, or destroy target perma- 
nent if it is red. (/f this spell targets a permanent, play 
it as an instant) © This is a modal spell that's played 
either to counter a spell or to destroy a permanent. If 
Hydroblast is played as an interrupt, it's targeting its 
only legal target (whatever it interrupts), and if it’s 
played as an instant, it can target only permanents, 
Thus, you wouldn't be able to Deflect it from one type 
of target to another. 5E 
Imaginary Pet —Sulilusion 4/4 1¢ 
During your upkeep, if you have a card in hand, return 
Imaginary Pet to owner's hand. US 
Insight Ench 26 
Whenever target opponent successfully casts a green 
spell, draw a card. TE 
Interdict Intr oe 
Counter target artifact, creature, enchantment, or land 
ability requiring an activation cost. Activated abilities of 
that permanent cannot be played again this turn. Draw 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Cost } 


Title Type P/T 
a card. TE 
Intruder Alarm Ench 26 


Creatures do not untap during their controllers’ untap 
phases. Whenever any creature comes into play, untap 
all creatures. SH 


Intuition Inst 26 
Search your library for any three cards and reveal them 
to target opponent. He or she chooses one. Put that 
card into your hand and the rest into your graveyard. 
Shuffle your library afterwards. 

Juxtapose Sorc 36 
Exchange with target player control of the creature with 
the highest total casting cost that you each control, If two 
or more creatures are tied for highest total casting cost 
creature a player controls, he or she chooses between 
them. Exchange control of artifacts in the same way. 

© This effect will attempt to swap creatures and then 


Quirion Range) 


Summon 


attempt to swap artifacts. Each exchange is made if pos- 
sible, but failure of one doesn’t restrict the other. *Note 
that the spell doesn’t target the creatures and/or artifacts, 
so abilities such as protection don’t make a creature 
immune to being swapped. ¢Creatures and artifacts aren't 
surveyed until it's time to exchange that type of perma- 
nent, so it’s possible for an artifact creature to be 
exchanged twice: once when creatures are exchanged, 
and then again when artifacts are exchanged, even if its 
new controller didn’t control any artifacts at the beginning 
of resolution. 5E 


Keeper of the Mind Su Wizard 1/2 oe 
@, >: Draw a card, Play this ability only if target oppo- 


nent has at least two more cards in hand than you. EX 
Killer Whale SuWhale 3/5 36 
@: Killer Whale gains flying until end of turn. EX 
Krovikan Sorcerer Su Wizard 1/1 26 


&, Choose and discard a nonblack card: Draw a card, 
®©, Choose and discard a black card: Draw two cards, 
then choose and discard one of them. 5E 


Labyrinth MinotaurSu Minotaur 1/4 36 
If Labyrinth Minotaur blocks any creature, that creature 
does not untap during its controller’s next untap phase. 

5 


Launch EC 16 

Enchanted creature gains flying. When Launch is put 

into a graveyard from play, return Launch to owner's 
US 


hand. 
Leap Inst é 
Target creature gains flying until end of turn. Draw a 


card, SH 


Legacy’s Allure Ench ee 
During your upkeep, you may put a treasure counter on 
Legacy’s Allure. Sacrifice Legacy's Allure: Permanently gain 
control of target creature with power no greater than the 
number of treasure counters on Legacy’s Allure. TE 
266 


Legerdemain Sore 
Permanently exchange control of target artifact or crea- 
ture for control of target permanent of the same type.TE 


Leviathan Su Leviathan 10/10 5S@@@@ 
Trample. Leviathan comes into play tapped and does not 
untap during your untap phase. Each turn, Leviathan 
cannot attack unless you sacrifice two additional 
islands, Sacrifice two islands: Untap Leviathan. Use this 
ability only during your upkeep. 5E 
Lifetap Ench ee 
Whenever any forest target opponent controls becomes 
tapped, gain 1 life. ° This ability triggers once for each 
and every forest the opponent controls that becomes 
tapped, regardless of when it was tapped. If more than 
one such forest becomes tapped at the same time, the 
ability triggers once for each. 5E 


Cost : 


| are never “land words” or 


Title Type P/T Cost 
Lilting Refrain Ench 1 
During your upkeep, you may put a verse counter on 
Lilting Refrain. Sacrifice Lilting Refrain: Counter target 
spell unless caster pays an additional , where X is 
the number of verse counters on Lilting Refrain. Play 
this ability as an interrupt. U 


Lingering Mirage EL 16 
Enchanted land is an island. Cycling 2. US 
Lord of Atlantis SuLord 2/2 oe 


All Merfolk get +1/+1 and gain islandwalk. *See Zombie 
Master for related rulings. 5E 


Magical Hack Intr t 
Permanently change the text of target permanent or spell 
by replacing all instances of one basic land type with 
another. (For example, you may change “swampwalk” to 
“plainswalk.” If this spell targets a permanent, play it as 
an instant) *Because Magical Hack targets spells only 
when played as an interrupt and permanents only when 
played as an instant, it can’t be Deflected from one type 
of target to the other. *When you play the spell, you 
choose two different basic land words; when this effect 
resolves, each instance of the first land word is changed 


I) to the second. Thus, if someone responds with another 
| spell or ability that edits the text such that the first land 


word no longer appears on the card when this effect 
resolves, this effect will do nothing. Note that card names 
“color words” so may not be 
edited. ° This spell simply targets spells and permanents, 
not spells or permanents containing a land word. So, you 
can target a spell or permanent with no basic land words 
in its text. * There are only five basic land types: plains, 
island, swamp, mountain, and forest. This spell cannot 
add or delete the term “snow-covered.” 5E 


Magus of the UnseenSu Wizard 1/1 16 
1°, &: Untap target artifact an opponent controls and 
gain control of it until end of turn. That artifact is unaf- 
fected by summoning sickness this turn. Tap artifact if 
you lose control of it at end of this turn. ° This ability tar- 
gets any artifact, so it will affect untapped artifacts nor- 
mally. ° The artifact becomes tapped if, and after, you 
lose control of it at end of turn. If you don't actually lose 
control of the artifact (for example, if the Magus's control 
effect is overridden by a later effect), the artifact doesn’t 
become tapped. ° The artifact is unaffected by summon- 
ing sickness this turn, even if it isn’t a creature when you 


gain control of it. 5E 
Mana Breach Ench 26 
Whenever any player plays a spell, that player returns a 
land he or she controls to owner's hand. EX 
Mana Leak Intr 16 


Counter target spell unless its caster pays an additional 
e. SH 


Mana Severance Sore be 
Search your library for any number of land cards and 

remove them from the game. Shuffle your library after- 
wards. TE 


Manta Riders = SuMerfok 1/1 ¢ 
@: Manta Riders gains flying until end of tum. = TE 
Mask of the Mimic Inst 


Sacrifice a creature: Search your library for any copy of 
target creature card and put it into play. Shuffle your 
library afterwards. SH 
Mawcor SuBeast 3/3 36 
Flying. G: Mawcor deals 1 damage to target creature 
or player. T 


Meditate Inst 26 
Skip your next turn: Draw four cards. TE 
Memory Lapse Intr 16 
Counter target spell but put it on top of owner’s library 
instead of in his or her graveyard. 5E 
Merfolk Looter SuMerfok 1/1 ré 


®: Draw a card, then choose and discard a card. EX 


Merfolk of the Pearl Trident Su Merfolk 1/1 é 


5E 
Mind Bomb Sore é 
Mind Bomb deals 3 damage to each player. Each player 
may choose and discard up to three cards to prevent an 
equal amount of damage to him or her from Mind Bomb. 
© This effect doesn’t force anyone to discard, but simply 
provides an additional means of preventing the damage 
at the cost of discarding a card. Thus, the discards are 
considered to be voluntary. 5E 
Mind Games Inst é 
Buyback 2°@. Tap target artifact, creature, or land. SH 
Mind Over Matter  Ench 26066 
Choose and discard a card: Tap or untap target artifact, 
creature, or land, EX 
Mirozel Su lilusion 2/3 36 
Flying. If Mirozel is the target of any spell or ability, 


Title Type P/T Cost 


return Mirozel to owner's hand. EX 
Mnemonic Sliver Su Sliver 2/2 26 
Each Sliver gains “'2', Sacrifice this creature: Draw a 
card.” 

Morphling  SuShapeshifter 3/3 36@ 
@: Untap Morphling. @: Morphling gains flying until 
end of turn. @: Morphling cannot be the target of 
spells or abilities until end of turn. ‘1°: Morphling gets 
+1/-1 until end of turn. 1: Morphling gets -1/+1 until 
end of turn, US 
Oath of Scholars Ench 36 
During each player's upkeep, if that player has fewer 
cards in hand than target opponent, the player may dis- 


card his or her hand and draw three cards. EX 
Pendrell Drake = Su Drake 2/3 36 
Flying. Cycling 2. US 
Pendrell Flux EC 16 


Enchanted creature gains “During your upkeep, pay this 
creature's casting cost or sacrifice it” US 
Peregrine Drake  SuDrake 2/3 46 
Flying. When Peregrine Drake comes into play, untap up 
to five lands, US 
Phantasmal ForcesSu Phantasm 4/1 36 
Flying. During your upkeep, pay or sacrifice 
Phantasmal Forces. 5E 
Phantasmal Terrain EL ee 
Enchanted land is a basic land type of your choice. 
You may choose only one of the five basic land types: 
plains, island, swamp, mountain, or forest. Also, you 
choose the land type as you play Phantasmal Terrain, 


not when it comes into play. 5E 
Phantom MonsterSu Phantasm 3/3 36 
Flying. 5E 
Pirate Ship Su Ship 4/3 46 
Islandhome. &: Pirate Ship deals 1 damage to target 
creature or player. 5E 
Portent Sore 


e 
Look at the top three cards of target player's library, then 
shuffle that library or put those three cards back on top of 
it in any order. Draw a card at the beginning of the next 
tum. ¢/f the target player's library has fewer than three 
cards, you simply look at what's left and choose whether to 
order those cards or to shuffle them. 5E 
Power Sink Intr xe 
Counter target spell unless that spell’s caster pays an 
additional =. If he or she does not, tap all mana-pro- 
ducing lands that player controls and remove all mana 
from his or her mana pool. ¢See Drain Power for rulings 
related to forcing lands to be tapped for mana. * Power 
Sink ignores lands whose mana can’t be used to pay for 
Power Sink, such as Mishra’s Workshop, and lands that 
can’t produce mana at all. 5E,TEUS 
Power Taint EE 1¢ 
During the upkeep of enchanted enchantment’s controller, 
that player pays 2 or loses 2 life. Cycling 2. US 
Precognition Ench 46 
During your upkeep, you may look at the top card of 
target opponent's library. You may then put that card on 
the bottom of his or her library. TE 
Prodigal Sorcerer Su Wizard 1/1 26 
®: Prodigal Sorcerer deals 1 damage to target creature 
or player. 5E 
Propaganda Ench 26 
Each turn, each creature cannot attack you unless its 
controller pays an additional ‘2° for that creature. TE 
Psychic Venom EL re 
Whenever enchanted land becomes tapped, Psychic 
Venom deals 2 damage to that land's controller.  5E 
Ransack Sore 36 
Look at the top five cards of target player’s library. Put 
any number of those cards on the bottom of that play- 
er’s library in any order and the rest on top of the play- 
er’s library in any order. SH 
Ray of Command Inst 36 
Untap target creature an opponent controls and gain con- 
trol of it until end of turn. That creature is unaffected by 
summoning sickness this tum. If you lose control of the 
creature at end of this turn, tap it. *Ray of Command tar- 
gets a creature, not a tapped creature, so it may steal a 
creature that's already untapped. * The creature becomes 
tapped only if you lose control of it at end of turn. It 
becomes tapped after you lose control of it and will have 
summoning sickness at that point. 5E 
Rebound Intr 1ré 
Target spell, which targets only a single player, targets 
another player of your choice instead. SH 
Recall Sore XX 
Choose and discard X cards: Return X target cards in 


CLE PLAYER’S GUIDE 


Title Type P/T Cost : 


your graveyard to your hand. Remove Recall from the 
game. *Fizzling against one target doesn’t cause other 
parts of the effect to fail, but fizzling against all targets 
does cause the nontargeted parts to fail. If some of 
Recall’s targets are missing when it resolves, the rest 
are returned to your hand and Recall is removed from 
the game, but if all of them are missing, Recall isn’t 
removed from the game. 5E 


Recantation Ench 36¢ 
During your upkeep, you may put a verse counter on 
Recantation. ‘@’, Sacrifice Recantation: Return up to X 
target permanents to owner's hand, where X is the 
number of verse counters on Recantation. US 
Reef Pirates Su Ships 2/2 2@@ 
If Reef Pirates damages any opponent, put the top card of 
that player's library into his or her graveyard. 5E 
Reins of Power Inst 266 
You and target opponent each untap and gain control of 
all creatures the other controls until end of turn. Those 
Creatures are unaffected by summoning sickness this 
turn. SH 
Remove Soul Intr Lé 
Counter target summon spell. *Artifact creature spells 
aren't summon spells, so Remove Soul can’t target 


them. 5E 
Rescind Inst 166 
Return target permanent to owner's hand. Cycling 2. US 
Rewind Intr 266 
Counter target spell. Untap up to four lands, US 
Robe of Mirrors EC e 


Enchanted creature cannot be the target of spells or 
abilities. EX 
Rootwater Diver SuMerfolk 1/1 e 
®, Sacrifice Rootwater Diver: Return target artifact 
card from your graveyard to your hand. E 
Rootwater Hunter Su Merfolk 1/1 26€ 
©: Rootwater Hunter deals 1 damage to target crea- 
ture or player. TI 
Rootwater MatriarchSu Merfolk 2/3 266 
©: Gain control of target creature as long as that crea- 
ture has any enchantments on it. TE 
Rootwater Mystic Su Merfolk 1/1 € 
1 @: Look at the top card of target player's library. EX 
Rootwater Shaman Su Merfolk 2/2 26 
You may play creature enchantments whenever you 


could play instants. 

Sandbar Merfolk Su Merfok 1/1 6 
Cycling 2. US 
Sandbar Serpent Su Serpent 3/4 46 
Cycling 2. US 


School of Piranha SuFish 3/3 te 
During your upkeep, pay ‘4°@ or sacrifice School of 

Piranha. EX 
Scrivener Su Townsfolk 2/2 ae 
When Scrivener comes into play, you may return target 
instant or interrupt card from your graveyard to your 

hand. EX 
Sea Monster Su Serpent 6/6 466 
Sea Monster cannot attack unless defending player con- 
trols any islands. TE 


Sea Serpent Su Serpent 5/5 5¢ 


Islandhome. 5E 
Sea Spirit Su Spirit 2/3 46 
@: Sea Spirit gets +1/+0 until end of turn. 5E 
Sea Sprite SuFarie 1/1 16 
Flying, protection from red. 5E 
Seasinger SuMerfolk O/1 DOO 


If you control no islands, sacrifice Seasinger. You may 
choose not to untap Seasinger during your untap phase. 
: Gain control of target creature whose controller 
controls any islands as long as you control Seasinger 


and Seasinger remains tapped. 5E 
Segovian Leviathansu Leviathan 3/3 46 
Islandwalk. 5E 
Shadow Rift Inst 


é 
Target creature gains shadow until end of turn. Draw a 
card. TE 
Shimmering Wings EC ry 
Enchanted creature gains flying. @: Return Shimmering 
Wings to owner's hand. TE 
Show and Tell Sorc 26 
Each player may choose an artifact, creature, enchant- 
ment, or land card in his or her hand and put that per- 
manent into play. US 
Sibilant Spirit Su Spirit 5/6 56 
Flying. If Sibilant Spirit attacks, defending player may 
draw a card. 5E 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost } 
Sift Sore 36 
Draw three cards, then choose and discard a card. SH 
Silver Wyvern SuDrake 4/3 366 


Flying. @: Target spell or ability, which targets only 
Silver Wyvern, targets another creature of your choice 
instead. Play this ability as an interrupt. SH 


Skyshroud Condor SuBird 2/2 1¢ 
Flying. You cannot play Skyshroud Condor unless you 
have successfully cast another spell this turn. TE 
Sleight of Mind Intr 


o 
Change the text of target permanent or spell by replacing 
all instances of one color word with another. (For exam- 
ple, you may change “nongreen creature” to “nonred 
creature.” If this spell targets a permanent, play it as an 
instant.) *See Magical Hack for related rulings. ° There 
are only five color words: white, blue, black, red, and 
green. “Colorless” isn’t a color word. 5E 
Somnophore Sulllusio 2/2 266 
Flying. Whenever Somnophore successfully deals damage 
to a player, tap target creature that player controls. That 
creature does not untap during its controller's untap phase 
as long as Somnophore remains in play. US 
Soul Barrier Ench 26 
Whenever target opponent successfully casts a summon 
spell, Soul Barrier deals 2 damage to him or her. That 
player may pay 2 to prevent this damage. ° This effect 
doesn't trigger until the summon spell is successfully 
cast. Creatures put directly into play won't trigger Soul 

5E 


Bantier. 

Spell Blast Intr xe 
Counter target spell with total casting cost equal to; 5ETE 
Spindrift Drake = SuDrake = 2/1 r 


Flying. During your upkeep, pay @ or sacrifice Spindrift 
Drake. SH 
Spire Owl SuBird 1/1 1¢€ 
Flying. When Spire Owl comes into play, look at the top 
four cards of your library and put them back in any 
order. 

Stasis Ench 1¢ 
Each player skips his or her untap phase. During your 
upkeep, pay © or sacrifice Stasis. *Phasing occurs at 
the beginning of untap, so Stasis will shut down the 
phasing ability and stop anything that's phased out from 
phasing back in. A creature that's phased out doesn’t 
stay phased out forever but phases back in the next 
time its controller gets an untap phase. 5E 
Steal Artifact EA 266 
Gain control of enchanted artifact. ° You gain control of 
the artifact only as long as Steal Artifact is on it. This 
can be overridden normally by subsequent control 


effects. 5E 
Steal Enchantment EE ee 
Gain control of enchanted enchantment. TE 


Stern Proctor © SuWizard = 1/2 66 
When Stern Proctor comes into play, return target arti- 
fact or enchantment to owner's hand. US 
Stinging Licid Sulicid 1/1 Le 
1-6, ®: Stinging Licid loses this ability and becomes a 
creature enchantment that reads “Whenever enchanted 
creature becomes tapped, Stinging Licid deals 2 damage 
to that creature's controller” instead of any other type of 
permanent. Move Stinging Licid onto target creature. You 
may pay @ to end this effect. «See Transmagnifying 
Licid for related rulings. TE 


Stroke of Genius Inst x26 
Target player draws X cards, US 
Sunder Inst 366 
Return all lands to owners’ hands. US 
Telepathy Ench 6 


Each of your opponents plays with his or her hand 
revealed. 

Thalakos Deceiver Su Wizard 1/1 36 
Shadow. Sacrifice Thalakos Deceiver: Gain control of 
target creature permanently. Use this ability only if 
Thalakos Deceiver is attacking and unblocked. SH 
Thalakos DreamsowerSu Wizard 1/1 26 
Shadow. You may choose not to untap Thalakos 
Dreamsower during your untap phase. If Thalakos 
Dreamsower damages any opponent, tap target crea- 
ture. As long as Thalakos Dreamsower remains tapped, 
that creature does not untap during its controller's 
untap phase. TE 
Thalakos Drifters Su Townsfolk 3/3 26@ 
Choose and discard a card: Thalakos Drifters gains 
shadow until end of turn. 

Thalakos Mistfolk Su tllusion 2/1 26 
Shadow. @: Put Thalakos Mistfolk on top of owner's 
library. 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 


Thalakes Scout Su Soldier = 2/1 26 
Shadow. Choose and discard a card: Return Thalakos 
Scout to owner's hand. E 
Thalakos Seer = Su Wizard 1/1 e 
Shadow. If Thalakos Seer leaves play, draw a card. TE 
Thalakos Sentry Su Soldier 1/2 1 
Shadow. TE 
Theft of Dreams Sore 26 
For each tapped creature target opponent controls, 
draw a card. 


Tidal Surge Sore 1¢ 
Tap up to three target creatures without flying. SH 
Tidal Warrior = SuMerfolk 1/1 e 
>: Target land is an island until end of turn. SH 
Time Ebb Sore 26 
Put target creature on top of owner’s library. TE 


Time Elemental Su Elemental 0/2 26 
If Time Elemental attacks or blocks, it deals 5 damage 
to you and is sacrificed at end of combat. 266, @: 
Return target permanent with no enchantments on it to 
owner's hand. * The first ability is played in its entirety at 
end of combat, rather than one part of it (“deals 5 dam- 
age to you”) being played immediately and the other 
part (“is sacrificed") being played at end of combat. 5E 
Time Spiral Sore 466 
Remove Time Spiral from the game. Each player shuffles 
his or her graveyard and hand into his or her library, then 


draws seven cards. You untap up to six lands. US 
Time Warp Sore 306 
Target player takes an extra turn after this one. = TE 
Tolarian Winds Inst 16 


Discard your hand, then draw that many cards. = US 
Tradewind Rider Su Spirit 1/4 36 
Flying. @, Tap two creatures you control: Return target 
permanent to owner’s hand. 


Treasure Trove Ench 206 
2: @ @: Draw a card. EX 
Turnabout Inst 266 


Tap or untap all artifacts, creatures, or lands target 
player controls. 


Twiddle Inst r 
Tap or untap target artifact, creature, or land. * 7widdle 
doesn't prevent the target's controller from using the 
target; it forces him or her to use the target now, or not 
at all. °Abilities that trigger when the target becomes 
tapped (or untapped) trigger normally. ° This is a modal 
spell that's played either to tap or to untap its target; it 
doesn’t simply toggle the target when it resolves, It can 
be Deflected from one type of permanent to another, 
but that won't change whether the target is to be 
tapped or untapped. 5E 
Twitch Inst 26 
Tap or untap target artifact, creature, or land. Draw a 
card. 

Unstable Mutation EC ¢ 
Enchanted creature gets +3/+3. During its controller's 
upkeep, put a -1/-1 counter on enchanted creature. 5E 


Unstable Shapeshifter Su Shapeshifter 0/1 3:6 
Whenever any creature card or creature token comes 

into play, Unstable Shapeshifter becomes a copy of that 
card or token and gains this ability. : 


Unsummon Inst 
Return target creature to owner's hand. tf 
Updraft Inst 16 


Target creature gains flying until end of tum. Draw a card 
at the beginning of the next tum. ° You get the card even 
if the targeted creature already has flying. 5E 


Veil of Birds Ench ¢ 
When one of your opponents successfully casts a spell, 
if Veil of Birds is an enchantment, Veil of Birds becomes 
a 1/1 creature with flying that counts as a Bird. *Veil of 
Birds is triggered by the successful casting of any 
spell by an opponent. Disenchant may successfully tar- 
get Veil of Birds, but before Disenchant resolves and 
the enchantment would be destroyed, it ceases being 
an enchantment and becomes a creature instead. US 


Veiled Apparition Ench bé 
When one of your opponents successfully casts a spell, 
if Veiled Apparition is an enchantment, Veiled Apparition 
becomes a 3/3 creature with flying and “During your 
upkeep, pay 1° or sacrifice Veiled Apparition” and 
that counts as an Illusion. *See Veil of Birds for related 
rulings. US 
Veiled Crocodile Ench 26 
When a player has no cards in hand, if Veiled Crocodile is 
an enchantment, Veiled Crocodile becomes a 4/4 crea- 
ture that counts as a Crocodile. *Veiled Crocodile will 
“awaken” if any player's hand becomes empty even 


Sor - Sorcery 
SC - Summon Creature 


momentarily, such as while resolving Scroll Rack’s 
ability if a player exchanges their entire hand. Veiled 
Crocodile does not become a creature, however, until 
the event that empties that player's hand resolves 
completely. 


Veiled Sentry Ench ¢ 
When one of your opponents successfully casts a spell, if 
Veiled Sentry is an enchantment, Veiled Sentry becomes 
a creature with power and toughness each equal to the 
total casting cost of that spell and that counts as an 
Illusion. See Veil of Birds for related rulings. US 
Veiled Serpent Ench 26 
When one of your opponents successfully casts a spell, 
if Veiled Serpent is an enchantment, Veiled Serpent 
becomes a 4/4 creature that cannot attack unless 
defending player controls an island and that counts as a 
Serpent. Cycling 2. *See Veil of Birds for related 


US 


rulings. US 
Vodalian Soldiers SuMerfolk 1/2 Le 

5E 
Volrath’s Curse EC 1é 


Enchanted creature cannot attack, block, or play any 
ability requiring an activation cost. That creature's con- 
troller may sacrifice a permanent to ignore this ability 
until end of turn. 1: Return Volrath’s Curse to 
owner's hand. TE 
Volrath’s Shapeshifter Su Shapeshifter 0/1 14) @) 
As long as the top card of your graveyard is a creature 
card, Volrath’s Shapeshifter is a copy of that card with 
this ability and the ability “2: Choose and discard a 
card” added to it. Any undefined characteristics are not 
copied. 2: Choose and discard a card 

Walking Dream —Sulllusion 3/3 36) 
Walking Dream is unblockable. Walking Dream does not 
untap during your untap phase if any opponent controls 
two or more creatures, SH 


Wall of Air SuWall 15 Tee 
Flying. 5E 
Wall of Tears Su Wall 0/4 1g) 


If Wall of Tears blocks any creatures, return each of 
those creatures to owner's hand at end of combat. SH 
Wayward Soul Su Spirit’ @ 3/2 
Flying. “@’; Put Wayward Soul on top of owner's library. 
EX 


Whim of Volrath Inst « 
Buyback 2: Change the text of target permanent by 
replacing all instances of one color word or basic land 
type with another until end of turn, «See Magical Hack 


for related rulings. TE 
Whiptongue Frog = SuFrog = 1/3 26 
@: Whiptongue Frog gains flying until end of turn, EX 
Whispers of the Muse Inst ¢ 
Buyback 5’. Draw a card. TE 
Wind Dancer Su Faerie 1/1 1¢ 


Flying. ©: Target creature gains flying until end of turn. 
TE 


Wind Drake Su Drake 2/2 26 
Flying. TE 
Wind Spirit Su Spirit 3/2 46 


Flying. Wind Spirit cannot be blocked by only one crea- 
ture, 5E 
Windfall Sore 2) 
Each player discards his or her hand and draws cards 
equal to the greatest number a player discarded this 
way. U 


Winged Sliver Su Sliver 1/1 pe 
All Slivers gain flying. TE 
Wizard Mentor Su Wizard 2/2 26 


: Return Wizard Mentor and target creature you con- 
trol to owner's hand. US 
Zephid Sulllusion 3/4 466 
Flying, Zephid cannot be the target of spells or abilities, 

US 


Zephid’s Embrace EC 26¢ 
Enchanted creature gets +2/-2, gains flying, and can- 


not be the target of spells or abilities, US 
Zephyr Falcon = SuFalcon 1/1 1¢@ 
Flying, Attacking does not cause Zephyr Falcon to tap. 5E 
Zur’s Weirding Ench 3% 


Players play with their hands face up. Whenever any 
player draws a card, any other player may pay 2 life to 
force the drawing player to discard that card. ° This 
ability will trigger during each card-drawing event and 
will be played right after that event. This means that it 
often will be played in the middle of an effect's overall 
resolution, between separate events of that resolution. 
* This is a forced discard, so Library of Leng and so 


forth apply. 5E 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


GOLD 


Acidic Sliver Su Sliver 2/2 
Each Sliver gains “2, Sacrifice this creature: This crea- 
ture deals 2 damage to target creature or player” © SH 


Crystalline Sliver Su Sliver 2/2 +*@ 
Slivers cannot be the target of spells or abilities, © SH 
Dyaceplasm Su Shapeshifter */* ve 
Flying. When you play Dracoplasm, sacrifice any num- 
ber of creatures. Dracoplasm comes into play with 
power equal to the total power of the sacrificed crea- 
tures and toughness equal to the total toughness of 
those creatures, @: Dracoplasm gets +1/+0 until end 
of turn. TE 


Hibernation Sliver Su Sliver 2/2 ee 
Each Sliver gains “2 Pay 2 life: Return this creature to 
owner’s hand.” 

Lobotomy Sor 26% 
Look at target player’s hand and choose any of those 


MIRROR UNIVERSE? 


p P, 0 
Acridian Su Insect 2/4 Le 
Echo. US 
Albino Troll Su Troll 3/3 1e 
Echo. 1 4: Regenerate Albino Troll. US 
Aluren Ench 208 


Any player may play a creature card with total casting 
cost 3 or less whenever he or she could play an instant 


and without paying its casting cost, TE 
Anaconda Su Snake 3/3 3a 
Swampwalk. US 


An-Hawva Constablesu Constable 2/1+* 1: @sem 
An-Hawva Constable has toughness equal to 1 plus the 
number of green creatures in play. 5 


Apes of Rath Su Apes 5/4 Qua 


If Apes of Rath attacks, it does not untap during your 
next untap phase. TE 


Argothian Elder SuElf 2/2 am 
: Untap two target lands. US 
Argothian Enchantresssu Enchantress 0/11 


Goblin Bowling Team and the Wizards Bowling Team 


~in a league of their own? 


Rumor has it that the characters depicted on Goblit 
Bowling Team (Unglued) are based on certain Wiza 


employees. While that rumor may be false, 
fo be an actual Wizards bowling team. The only 


these two teams have in common are their potenti 
wreak havoc in the alleys. We don't know any of th 
lins’ names, but rumor has it Charlie Catino, And 


Finch, Joe Grace, Darla Kennerud, Paul Randles, 


Bi 


Michael Ryan, and Beverly Marshall Saling like to a 


up as goblins on bowling night. 


cards other than a basic land. Search that player’s 
graveyard, hand, and library for all copies of the chosen 
card and remove them from the game. That player 
shuffles his or her library afterwards. 


anger ee-Vee Su Soldier 2/2 eae 
First strike, #: Regenerate Ranger en-Vec. TE 
Segmented Wurm SuWum 5/5 Seay 


Whenever Segmented Wurm is the target of a spell or 
ability, put a -1/-1 counter on it. T 


Selenia, Dark Angel Su Legend 3/3 ikea 
Flying. Selenia, Dark Angel counts as an Angel. Pay 2 


life: Return Selenia to owner's hand. TE 
Sky Spirit Su Spirit 2/2 Lae 
Flying, first strike. TE 


Sliver Queen Su Legend 7/7 2 ip qa 
Sliver Queen counts as a Sliver. 2: Put a Sliver token 
into play. Treat this token as a 1/1 colorless creature.SH 
Soltari Guerrillas Su Soldiers 3/2 2@% 
Shadow. If Soltari Guerrillas assigns combat damage to 
any opponent, you may redirect that damage to target 
creature. T 
Spined Sliver Su Sliver 2/2 ae 
If any Sliver is blocked, it gets +1/+1 until end of turn 
for each creature blocking it. SH 


Spontaneous Combustion Inst 1ee 
Sacrifice a creature: Spontaneous Combustion deals 3 
damage to each creature. 

Vhati #/-Dal SuLegend 3/3 24a 
: Target creature’s power or toughness is 1 until end 
of turn. Tl 


Victual Sliver Su Sliver 2/2 Be 
Each Sliver gains “2, Sacrifice this creature: Gain 4 

life?” SH 
Wood Sage Su Druid = 1/1 ¢ 


: Name a creature card. Reveal the top four cards of 
your library to all players. If any of those cards are the 
named card, put them into your hand. Put the rest into 
your graveyard, TE 


Abundance Ench 208 
Instead of drawing a card, you may choose land or non- 
land and reveal cards from your library until you reveal 
a card of the chosen kind. Put that card into your hand 
and put all other revealed cards on the bottom of your 
library in any order. US 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Argothian Enchantress cannot be the target of spells or 
abilities, Whenever you successfully cast an enchant- 
ment spell, draw a card, U 


Argothian Swine SuBoars 3/3 3m 
Trample. US 
Argothian Wurm = SuWurm 6/6 ae 


Trample. When Argothian Wurm comes into play, any 
player may sacrifice a land to put Argothian Wurm on 
top of owner's library. US 
Aspect of Wolf EC 1® 
Enchanted creature gets +*/+*, where * is equal to 
half the number of forests you control, rounded down 
for power and up for toughness, *Mote that the “you” in 
the card text refers to the controller of the enchant- 
ment, who isn’t necessarily the controller of the 
enchanted creature. 5E 
Aurochs Su Aurochs 2/3 38 
Trample. If Aurochs attacks, it gets +1/+0 until end of 
turn for each other Aurochs that is attacking. 5E 
Avenging Druid  SuDrid 1/3 20 
If Avenging Druid damages any opponent, you may 
reveal cards from your library until you reveal a land 
card, Put that land into play and put all other revealed 
cards into your graveyard, E 


Awakening Ench 20m 
At the beginning of each player's upkeep, untap all 

creatures and lands, SH 
Bayou Dragonfly  Suinsect 1/1 a 
Flying, swampwalk, TE 
Bequeathal EC ® 


If enchanted creature is put into any graveyard, draw 
two cards. E 


Birds of ParadiseSu Mana Birds 0/1 @ 
Flying. @: Add one mana of any color to your mana 

pool. Play this ability as a mana source. 5E 
Blanchwood Armor —EC 2 


Enchanted creature gets +X/+X, where X is the number 


of forests you control. US 
Blanchwood TreefolkSu Treefolk 4/5 ao 

US 
Broken Fall Ench 20 


Return Broken Fall to owner's hand: Regenerate target 
creature. T 


Bull Hippo Su Hippo 3/3 et a 
Islandwalk. US 
Burgeoning Ench ® 


Whenever any opponent plays a land, you may choose a 
land card from your hand and put it into play. SH 


Canopy Spider SuSpider 1/3 ce 
Canopy Spider can block creatures with flying. TE 
Carapace EC cs 


Enchanted creature gets +0/+2. Sacrifice Carapace: 
Regenerate enchanted creature, 


Carnassid Su Beast 5/4 4 ae 
Trample. 1 4; Regenerate Carnassid. SH 
Carpet of Flowers —Ench a 


During your main phase, you may add up to X mana of 
one color to your mana pool, where X is the number of 
islands target opponent controls. US 
Cartographer Su Townsfolk 2/2 26 
When Cartographer comes into play, you may return tar- 


get land card from your graveyard to your hand. = EX 
Cat Warriors Su Cat Warriors 2/2 Ve@nae 
Forestwalk. 5E 
Cave Tiger SuCat 2/2 20 


Whenever a creature blocks it, Cave Tiger gets +1/+1 
until end of turn, 
Charging Rhino = SuRhinn 4/4 Sem 
Charging Rhino cannot be blocked by more than one 
creature, T 
Child of Gaeasu Elemental 7/73 qvenee 
Trample. During your upkeep, pay 4 or sacrifice 
Child of Gaea. 1 @: Regenerate Child of Gaea. US 
Choke Ench 20 
Islands do not untap during their controllers’ untap 
phases, TE 
Chub Toad SuToad 1/1 2a 
If Chub Toad blocks or is blocked, it gets +2/+2 until 
end of turn. 5E 
Citanul Centaurssu Centaurs 6/3 am 
Echo. Citanul Centaurs cannot be the target of spells or 
abilities. US 
Citanul Hierophants Su Druids 3/2 3@ 
Each creature you control gains “>; Add 4 to your 
mana pool. Play this ability as a mana source.” US 
Cockatrice Su Cockatrice 2/4 greg 
Flying. If Cockatrice blocks or is blocked by any non- 
Wall creature, destroy that creature at end of combat. 
* You can play triggered abilities even if the source 
leaves play after the ability triggers but before it 
resolves. So killing the Cockatrice once its ability has 
triggered won't save a creature scheduled to be 
destroyed. «Regenerating a creature doesn't cancel abil- 
ities that are scheduled to apply to it, so a creature that 
regenerates from combat damage would still be 
destroyed, though it could regenerate again. * This abili- 
ty isn't targeted, so abilities such as protection from 
green don't prevent the effect. 5E 
Constant Mists Inst 1@ 
Buyback-Sacrifice a land, Creatures deal no combat 
damage this turn. 


Cradle Guard = Su Treefolk 4/4 «= gue 
Trample, echo. US 
Crashing Boars  SuBoars 4/4 sqeay 


If Crashing Boars attacks, defending player chooses an 
untapped creature he or she controls. That creature 
blocks Crashing Boars this turn if able. EX 
Craw Giant Su Giant 6/4 3 eae 
Trample, rampage: 2. 5E 
Craw Wurm 4O@ 
5E 
Crazed Armadon Su Elephant 3/3 2% 
®: Crazed Armadon gets +3/+0 and gains trample 
until end of turn. At end of turn, destroy Crazed 
Armadon. Use this ability only once each turn. 
Crossbow Ambush inst 
All creatures you control can block creatures with flying 
until end of turn. SH 


Su Wurm 6/4 


TE 


Crosswinds Ench 1@ 
All creatures with flying get -2/-0. US 
Crumble Inst L 


Destroy target artifact. That artifact’s controller gains an 
amount of life equal to its total casting cost. Creatures 


destroyed this way cannot regenerate this turn. bE 
Desert Twister Sore 4a@ 
Destroy target permanent. 5E 
Dirtcowl Wurm = SuWurm_—3/4 4a 
Whenever any opponent plays a land, put a +1/+1 
counter on Dirtcow! Wurm. TE 
Durkwood Boars SuBoars 4/4 4@ 

5E 
Eartheraft Ench re 
Tap an untapped creature you control: Untap target 
basic land. 


an 


Title Type P/T Cost 
Eladamri, Lord of Leaves Su Legend 2/24 
All Elves gain forestwalk. Elves cannot be the target of 

TE 


spells or abilities. 

Eladamri’s Vineyard — Ench 2 
At the beginning of each player’s main phase, add 
®® to that player's mana pool. 


Elder Druid Su Cleric 2/2 38 
3, © Tap or untap target artifact, creature, or land. 
5E 


Elven Palisade Ench 
Sacrifice a forest: Target attacking creature gets 
-3/-0 until end of turn. 


Elven Riders Su Riders 3/3 Sm 
Elven Riders cannot be blocked except by Walls or 
creatures with flying. 

Elven Rite Sore 1@ 
Put two +1/+1 counters, distributed any way you 
choose, on any number of target creatures. SH 


Elven Warhounds SuHounds 2/2 3a 
If Elven Warhounds is blocked by any creature, put that 
creature on top of owner's library. TE 


Elvish Archers SuElves 2/1 1® 
First strike, 5E 
Elvish Berserker Sue 14 a 


For each creature that blocks it, Elvish Berserker gets 
+1/+1 until end of turn. E 
Elvish Fury Inst 

Buyback 4. Target creature gets +2/+2 until end of 
turn. 


Elvish Herder SuElf 1/1 2 
®: Target creature gains trample until end of tum. US 
Elvish Lyrist Suef 1/1 2 


®, >, Sacrifice Elvish Lyrist: Destroy target enchant- 
ment. US 
Endangered ArmodonSu Elephant 4/5 24 
If you control any creature with toughness 2 or less, 
sacrifice Endangered Armodon. 

Endless Wurm  SuWum 9/9 3@@ 
Trample. During your upkeep, sacrifice an enchantment 
or sacrifice Endless Wurm. 


Exploration Ench % 
You may play an additional land each turn. US 
Fecundity Ench 22 
Whenever a creature is put into a graveyard from play, 
that creature’s controller may draw a card. Ss 
Fertile Ground EL 12 
Whenever enchanted land is tapped for mana, it pro- 


duces an additional one mana of any color. US 
Flailing Drake Su Drake 2/3 3@ 
Flying, If Flailing Drake blocks or is blocked by any 

creature, that creature gets +1/+1 until end of turn.TE 


Fog Inst cy 
Creatures deal no combat damage this turn. 5E 
Force of Nature Su Force 8/8 22@@@ 
Trample. During your upkeep, pay #44 or Force 
of Nature deals 8 damage to you. * You aren't required 
to pay this upkeep cost. If you decline to do so, the 
resulting damage can he prevented or redirected 
normally. 5E 
Fortitude EC 1® 
When Fortitude is put into a graveyard from play, return 
Fortitude to owner's hand. Sacrifice a forest: 
Regenerate enchanted creature, US 
Foxfire Inst 2m 
Untap target attacking creature, That creature neither 
deals nor receives combat damage this turn. Draw a 
card at the beginning of the next turn. 5E 
Frog Tongue EC 2 
When Frog Tongue comes into play, draw a card. 
Enchanted creature can block creatures with flying. TE 


Fugitive Druid Su Druid 3/2 3m 
Whenever any player successfully casts an enchantment 
spell that targets Fugitive Druid, draw a card. TE 


Fungusaur Su Fungusaur 2/2 3a 


At the end of any turn in which Fungusaur was damaged, 


put a +1/+1 counter on it. °/f Fungusaur suffers damage 
and then regenerates, it still gets its counter, as it was 


damaged but not put into any graveyard. 5E 
Fyndhorn Elder SuElf 1/1 2@ 
: Add 4@ to your mana pool, Play this ability as a 

mana source. 5E 
Gaea’s Bounty Sore 2 


Search your library for up to two forest cards, reveal 
them, and put them into your hand. Shuffle your library 
afterward. US 


Title Type P/T 
Gaea’s Embrace EC 228 
Enchanted creature gets +3/+3 and gains trample. #: 

US 


Regenerate enchanted creature. 


Ghazhan Ogre Su Ogre 2/2 g 
During your upkeep, if a player has more life than any 
other, he or she gains control of Ghazban Ogre. * This 
ability is played as an instant, doesn’t count life totals 
until it resolves, and overrides previous control effects. 
elf there’s a tie for highest life total when the effect 
resolves, the Ogre’s controller doesn’t change. 5E 


Giant Growth Inst ag 
Target creature gets +3/+3 until end of turn. 5E 


Giant Spider Su Spider 2/4 3@ 
Giant Spider can block creatures with flying. 5E 
Gorilla Warrior SuApe 3/2 2— 

US 
Greater Good Ench 288 


Sacrifice a creature: Draw cards equal to the sacrificed crea- 
ture’s power, then choose and discard three cards. US 
Greener Pastures Ench 2 
During each player's upkeep, if that player controls 
more lands than any other, the player puts a Saproling 
token into play under his or her control. Treat this token 


as a 1/1 green creature. US 
Grizzly Bears Su Bears 2/2 1@ 

5E 
Harrow Inst 22 


Sacrifice a land: Search your library for up to two basic 
land cards and put those lands into play. Shuffle your 

library afterwards, TE 
Hawkeater Moth Sulnsect 1/2 3m 
Flying. Hawkeater Moth cannot be the target of spells 

or abilities. US 
Heartwood Dryad SuDryad 92/1 12 
Heartwood Dryad can block creatures with shadow. TE 
Heartwood Giant SuGiant 4/4 3@@ 
&, Sacrifice a forest: Heartwood Giant deals 2 damage 
to target player. TE 


Heartwood Treefolk Su Treefolk 3/4 2@ 
Forestwalk. TE 
Hermit Druid SuDruid 1/1 1 


®, ©: Reveal cards from the top of your library until 
you reveal a basic land card, Put that card into your 
hand and put all other revealed cards into your grave- 
yard. SH 


Hidden Ancients Ench 12 
When one of your opponents successfully casts an 
enchantment spell, if Hidden Ancients is an enchant- 
ment, Hidden Ancients becomes a 5/5 creature that 
counts as a Treefolk. US 


Hidden Guerrillas Ench ca 
When one of your opponents successfully casts an arti- 
fact spell, if Hidden Guerrillas is an enchantment, 

Hidden Guerrillas becomes a 5/3 creature with trample 
and that counts as a Soldier. US 


Hidden Herd Ench a 
When one of your opponents plays a nonbasic land, if 

Hidden Herd is an enchantment, Hidden Herd becomes 
a 3/3 creature that counts as a Beast. US 


Hidden Predators Ench ® 
When one of your opponents controls a creature with 
power 4 or greater, if Hidden Predators is an enchant- 
ment, Hidden Predators becomes a 4/4 creature that 
counts as a Beast. US 


Hidden Spider Ench 2 
When one of your opponents successfully casts a crea- 
ture with flying, if Hidden Spider is an enchantment, 
Hidden Spider becomes a 3/5 creature that can block 
creatures with flying and that counts as a Spider. US 
Hidden Stag Ench 1@ 
Whenever one of your opponents plays a land, if Hidden 
Stag is an enchantment, Hidden Stag becomes a 3/2 
creature that counts as a Beast. Whenever you play a 


land, if Hidden Stag is a creature, Hidden Stag becomes 
an enchantment. US 
Horned Sliver Su Sliver 2/2 2@ 
All Slivers gain trample. TE 
Hungry Mist SuMist 6/2 22 
During your upkeep, pay 484 or bury Hungry Mist. 5E 
Hurricane Sorc x 


Hurricane deals X damage to each creature with flying 
and each player. 5 


Hush Sore 3a 
Destroy all enchantments. Cycling 2. US 
Instill Energy EC 2 


Enchanted creature is unaffected by summoning sick- 
ness. 0: Untap enchanted creature. Use this ability only 


Cost : 


AC - Artifact Creature 
Art - Artifact 


CLE PLAYER’S GUIDE 


Title Type  P/T 
during your turn and only once each turn. */nstill 
Energy's ability is played as an instant, not as an inter- 
rupt, so it can’t be used during the casting of a spell or 
ability. Untapping the enchanted creature is an ability of 
the enchantment, not an ability granted to the creature, 
so it's the controller of the enchantment who plays the 


ability. 5E 
Ironroot Treefolk Su Treefolk 3/5 42 
5E 

Jackalope Herd Su Beasts 4/5 3 
If you play any spell, return Jackalope Herd to owner's 
hand. EX 
Johtull Wurm SuWurm 6/6 52 
For each creature assigned to block it beyond the first, 
Johtull Wurm gets -2/-1 until end of turn. 5E 
of the BeastsSu Wizard 1/2 ae 


®, &: Put a Beast token into play. Treat this token as 
a 2/2 green creature. Play this ability only if target 


opponent controls more creatures than you. EX 
Killer Bees SuBees 0/1 T® 
Flying. #: Killer Bees gets +1/+1 until end of turn. 5E 
Krakilin SuBeast 0/0 x@@ 


Krakilin comes into play with X +1/+1 counters on it. 
1 @: Regenerate Krakilin. 


Ley Druid Su Cleric 1/1 2@ 
>: Untap target land. bE 
Lhurgoyf Su Lhurgoyf */1+* 2 @ 


Lhurgoyf has power equal to the number of creature 
cards in all graveyards and toughness equal to 1 plus 
the number of creature cards in all graveyards. 5E 
Lifeforce Ench BH 
®®: Counter target black spell. Play this ability as an 
interrupt. 5E 
Living Artifact EA 2 
For each 1 damage dealt to you, put a vitality counter on 
Living Artifact. Remove a vitality counter from Living 
Artifact: Gain 1 life. Use this ability only during your 
upkeep and only once each tum. Zhe counters are placed 
on the enchantment, not on the artifact. Therefore, multi- 
ple copies of Living Artifact don't share counters, though 
each copy will get the full number of counters whenever 
you're damaged. «Remember that enchantments moved 
around by Enchantment Alteration and such are treated as 
being just played, so a Living Artifact that’s moved in this 
way loses its counters, 5E 
Living Lands Ench 3m 
All forests are 1/1 creatures. (These creatures still count 
as lands,) *Note that animating the forests doesn't change 
their color. Living Land’s ability affects all forests, regard- 
less of who controls them and regardless of whether they 
also count as another land type. 5E 
Lianowar Elves  SuElves 1/1 @ 
: Add to your mana pool. Play this ability as a 
Mana source. 5E 
Lowland Basilisk Su Basilisk 1/3 2% 
Whenever Lowland Basilisk damages any creature, 
destroy that creature at end of combat. 


Lull Inst 
Creatures deal no combat damage this turn. 

Cycling 2. US 
Lure EC 19@ 


All creatures able to block enchanted creature do so. 

* The defending player isn't required to make it legal for 
a defending creature to block an attacker enchanted 
with Lure. For example, if the attacker has flying, the 
defending player isn’t required to power up his or her 
Telethopter so that it can block. 5E 
Manabond Ench c 
During your discard phase, you may choose to put all 
land cards from your hand into play. If you do, discard 
the rest of your hand. E 
Marsh Viper Su Viper 1/2 3a 
If Marsh Viper damages any player, he or she gets two 
poison counters. If any player has ten or more poison 
counters, he or she loses the game. 5E 


Midsummer Revel —_Ench 322 
During your upkeep, you may put a verse counter on 
Midsummer Revel. , Sacrifice Midsummer Revel: Put 
X Beast tokens into play, where X is the number of 
verse counters on Midsummer Revel. Treat these tokens 
as 3/3 green creatures. US 
Mirri, Cat Warrior SuLegend 2/3 1@ 
Mirri, Cat Warrior counts as a Cat Warrior. First strike; 
forestwalk. Attacking does not cause Mirri to tap. EX 


Mirri’s Guile Ench 
During your upkeep, you may look at the top three cards 
of your library and put them back in any order. TE 


MS - Mana Source 
Su - Summon 


Cost : 


Ench - Enchantment 
Inst - Instant 


Title Cost 
Mongrel Pack = SuHounds 4/1 3m 
If Mongrel Pack is put into any graveyard from play 
during combat, put four Hound tokens into play. Treat 
these tokens as 1/1 green creatures. T 
Mulch Sore 1@ 
Reveal the top four cards of your library to all players. 
Put any of those cards that are lands into your hand 


Type P/T 


and the rest into your graveyard. SH 
Muscle Sliver Su Sliver 1/1 3 
All Slivers get +1/+1. TE 
Natural Spring Sore 322 
Target player gains 8 life. TE 
Nature’s Lore Sore 1 


Search your library for a forest card and put that card 
into play. Shuffle your library afterwards. ¢Nature’s Lore 
isn’t restricted to basic forests. You can search for and 
play any land that counts as a forest. 

Nature’s Revolt Ench 3a 
All lands are 2/2 creatures. (These creatures still count 
as lands.) T 
Needle Storm Sore 22 
Needle Storm deals 4 damage to each creature with 
flying. 

Nurturing Licid Su Licid = 1/1 1® 
®, ©: Nurturing Licid loses this ability and becomes a 
creature enchantment that reads “#®: Regenerate 
enchanted creature” instead of any other type of perma- 
nent. Move Nurturing Licid onto target creature. You may 
pay # to end this effect. See Transmogrifying Licid oe 
related rulings, 

Oath of Druids Ench 1 
During each player's upkeep, if that player controls fewer 
creatures than target opponent, the player may reveal cards 
from his or her library until he or she reveals a creature 
card. The player puts that creature into play and all other 
revealed cards into his or her graveyard. EX 
Overgrowth EL 2 
re enchanted land is tapped for mana, it pro- 
duces an additional 4. SH 
Overrun Soc 2M 
All creatures you control get +3/+3 and gain trample 
until end of turn. T 
Pincher Beetles Su Insects 3/1 2 
Pincher Beetles cannot be the target of spells or abili- 
ties, TE 
Plated Rootwalla SuLizard 3/3 42 
2-@: Plated Rootwalla gets +3/+3 until end of turn, 
Play this ability only once each turn. 

Pouncing Jaguar  SuCat 2/2 ® 
Echo. US 
Pradesh Gypsies Su Gypsies 1/1 20 
1, : Target creature gets -2/-0 until end of turn.5E 
Predatory Hunger EC ry 
Whenever any opponent successfully casts a creature 
spell, put a +1/+1 counter on enchanted creature. EX 
Priest of Titania Sue 1/1 1 
: Add @ to your mana pool for each Elf in play. Play 
this ability as a mana source. Ss 

Primal Order Ench 22e 
During each player's upkeep, Primal Order deals to that 
player an amount of damage equal to the number of 
nonbasic lands he or she controls.5E 


Primal Rage Ench 1 
All creatures you control gain trample. SH 
Provoke Inst 12 


Untap target creature you do not control. That creature 
blocks this turn if able. Draw a card. SH 


my Troll Su Troll = 1/1 7 
For each creature that blocks it, Pygmy Troll gets +1/+1 
until end of turn. 4: Regenerate Pygmy Troll. EX 
Rabid WolverinesSu Wolverines 4/4 3am 


For each creature that blocks it, Rabid Wolverines gets 
+1/+1 until end of turn. 

Rabid Wombat Su Wombat 0/1 2@@ 
Attacking does not cause Rabid Wombat to tap. Rabid 
Wombat gets +2/+2 for each creature enchantment 


on it. 5E 
Radjan Spirit Su Spirit 3/2 3m 
: Target creature loses flying until end of turn.  5E 
Rampant Growth Sorc 


D® 
pores your library for a basic land card and put that land 
into play, tapped. Shuffle your library afterwards. TE 
Reality Anchor Inst i®@ 
Target creature loses shadow until end of turn. Draw a 
card. T 


Reap Inst 12 
Return any number of target cards from your graveyard to 


Sor - Sorcery 
SC - Summon Creature 


your hand. You cannot choose more cards than the number 
of black permanents target opponent controls, TE 
Reclaim Inst ® 
Put target card from your graveyard on top of your 
library. 

Recycle Ench 4Qe 
Skip your draw phase. Whenever you play a card, draw 
a card. During your discard phase, choose and discard 


all but two cards, TE 
Regeneration EC 12 
®: Regenerate enchanted creature. 5E 
Rejuvenate Sore ae 
Gain 6 life. Cycling 2. US 
Respite Inst 1° 
Creatures deal no combat damage this turn. Gain 1 life 

for each attacking creature, Tl 

Resuscitate Inst 1@ 


Until end of turn, each creature you control gains “1: 
Regenerate this creature.” EX 
Retaliation Ench 2a 
Each creature you control gains “Whenever a creature 

blocks it, this creature gets +1/+1 until end of turn” US 


Rootbreaker Wurm SuWum 6/6 S@m@ 
Trample. TE 
Rootwalla Su Lizard 2/2 22 


1 @: Rootwalla gets +2/+2 until end of turn. Use this 
ability only once each turn. TE 
Rootwater Alligator Su Aligator 3/2 oa 
Sacrifice a forest: Regenerate Rootwater Alligator. 
Root Maze Ench 
All artifacts and lands come into play tapped. 
Scaled Wurm SuWurm 7/6 7mm 
Scavenger FolkSu Scavenger Folk 1/1 c 
®, &, Sacrifice Scavenger Folk: Destroy target arti- 
fact. 
Scragnoth Su Beast 3/4 ae 
Protection from blue. While Scragnoth is being cast, it 
cannot be countered. TE 


Scryb Sprites  SuFaeries 1/1 ® 
Flying. 5E 
Seeker of Skybreak SuElf 2/1 1 
®: Untap target creature. TE 
Shanodin Dryads Su Nymphs 1/1 C 
Forestwalk. 5E 
Shrink Inst @ 
Target creature gets -5/-0 until end of turn. 5E 
Skyshroud Archer  SuElf 1/1 @ 


: Target creature with flying gets -1/-1 until end of 
turn. SH 


Skyshroud Elf SuElf 1/1 i 
®: Add to your mana pool. Play this ability as a 
mana source. 1); Add @ or 4 to your mana pool. 
Play this ability as a mana source. 

Skyshroud Elite  SuEWwes 1/1 a 
Skyshroud Elite gets +1/+2 as long as any opponent 
controls any nonbasic lands. EX 
Skyshroud Ranger Suef 1/1 @ 
®: Choose a land card in your hand and put that land 
into play. Play this ability as a sorcery. 
Skyshroud Troll Su Giant 
1)@: Regenerate Skyshroud Troll. 
Skyshroud Troopers Su Elves 3/3 3m 
©: Add @® to your mana pool. Play this ability as a 
mana source. SH 
Skyshroud War BeastSu Beast */* 1” 
Trample, Skyshroud War Beast has power and tough- 
ness each equal to the number of nonbasic lands target 


3/3 2 
TE 


opponent controls, EX 
Song of Serenity Ench 1 
Creatures with any enchantments on them cannot 

attack or block. EX 
Spike Breeder Su Spike 0/0 3m 


Spike Breeder comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Breeder: Put a +1/+1 counter on target creature. 2, 
Remove a +1/+1 counter from Spike Breeder: Put a 
Spike token into play. Treat this token as a 1/1 green 
creature, SH 
Spike Colony Su Spike 0/0 4@ 
Spike Colony comes into play with four +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Colony: 
Put a +1/+1 counter on target creature, SH 
Spike Drone Su Spike 0/0 a 
Spike Drone comes into play with one +1/+1 counter 
on it. 2, Remove a +1/+1 counter from Spike Drone: 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Put a +1/+1 counter on target creature. TE 
Spike Feeder Su Spike 0/0 T@@ 
Spike Feeder comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Feeder: 
Put a +1/+1 counter on target creature, Remove a +1/+1 
counter from Spike Feeder: Gain 2 life. SH 


Spike Hatcher Su Spike 0/0 o@ 
Spike Hatcher comes into play with six +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Hatcher: 
Put a +1/+1 counter on target creature. 1’, Remove a 
+1/+1 counter from Spike Hatcher: Regenerate Spike 
Hatcher. E 


Spike Rogue Su Spike 0/0 Toe 
Spike Rogue comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Rogue: 
Put a +1/+1 counter on target creature. 2, Remove a 
+1/+1 counter from any creature you control: Put a 
+1/+1 counter on Spike Rogue. EX 


Spike Soldier Su Spike 0/0 2m 
Spike Soldier comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Soldier: Put a +1/+1 counter on target creature. 
Remove a +1/+1 counter from Spike Soldier; Spike 
Soldier gets +2/+2 until end of turn. 


STYLE FILES 


because Urza's Saga Art Director 


you ask? That's because she wa 
ed to appear human. 


Spike Weaver SuSpike 0/0. 2am 
wh Spike Weaver comes into play with three 
») —+1/+1 counters on it. 2, Remove a +1/+1 
counter from Spike Weaver: Put a +1/+1 count- 
er on target creature. 1, Remove a +1/+1 counter 
from Spike Weaver: Creatures deal no combat damage 
this turn, 
Spike Worker Su Spike 0/0 2m 
Spike Worker comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Worker: 


Put a +1/+1 counter on target creature, SH 
Spined Wurm Su Wurm 5/4 4a 

SH 
Sporogenesis Ench 3m 


During your upkeep, you may put a fungus counter on 
target nontoken creature. Whenever a creature with a 
fungus counter on it is put into a graveyard, put a 
Saproling token into play for each of those fungus coun- 
ters. Treat these tokens as 1/1 green creatures, When 
Sporogenesis leaves play, remove all fungus counters 
from all creatures, U 
Spreading Algae EL cy 
Play Spreading Algae only on a swamp. When enchant- 
ed land becomes tapped, destroy that land. When 
Spreading Algae is put into a graveyard from play, 
return Spreading Algae to owner’s hand, 

Stampede Inst 1@e@ 
All attacking creatures get +1/+0 and gain trample until 
end of turn. 5E 


Storm Front Ench rc . 
®®: Tap target creature with flying. TE 
Stream of Life Sore xe 
Target player gains X life. 5E 
Survival of the Fittest Ench 12 


®, Choose and discard a creature card: Search your 
library for a creature card, reveal that card to all play- 
ers, and put it into your hand. Shuffle your library 
afterwards. EX 


Sylvan Library Ench re 
‘0: Draw two cards, then choose any two cards in your 
hand drawn this turn. For each of those cards, pay 4 life 
or put that card back on top of your library, Use this 
ability only during your draw phase and only once each 
turn. Sylvan Library does not modify your normal draw 
for the turn, Each Sylvan Library has an ability that 
enables you to draw two cards, then put two drawn 
cards back and/or pay life. Each such ability is played 
separately. If two Libraries are used in succession, the 
first effect to resolve does so fully before the next one 
resolves. In other words, you would draw two cards, put 


ST - Stronghold 
EX - Exodus 


/s that Xena? No, it's Xantcha! You 


US - Urza’s Saga 


aap 
two cards back, then draw those two cards again. 
“Abilities that trigger when a card is drawn will be 
played after the cards are drawn but before you choose 
cards to keep or put back. You pay life only if you 
choose a card in your hand and decide to keep it, not 
directly as a penalty for not putting cards back, so if 
something removes the cards from your hand before you 
would choose them, you won't have to pay life to “keep” 
them. 5E 


Symbiosis Inst 1 
Two target creatures each get +2/+2 until end of turn. 
U 


Tarpan SuTarpan 1/1 2 
If Tarpan is put into any graveyard from play, gain 1 life, 
5E 


Tempting Licid SuLicid 2/2 2 
®, ©: Tempting Licid loses this ability and becomes a 
creature enchantment that reads “All creatures able to 
block enchanted creature do so” instead of a creature. 
Move Tempting Licid onto target creature. You may pay 
® to end this effect. *See Transmagrifying Licid for 
related rulings. SH 


2/4 
If Thicket Basilisk blocks or is blocked by any non-Wall 
creature, destroy that creature at end of combat. ¢See 
Cockatrice for related rulings. 5E 


Thicket Basilisk Su Basilisk 3Me 


Titania’s Boon Sore 3m 
Put a +1/+1 counter on each creature you control, US 
Titania’s Chosen SuElf 1/1 2m 


Whenever a player successfully casts a green spell, put 
a +1/+1 counter on Titania’s Chosen. US 


Titania's Song Ench 3m 
Each noncreature artifact loses its abilities and is an 
artifact creature with power and toughness each equal 
to its total casting cost. If Titania’s Song leaves play, 
this effect continues until end of turn. While Titania's 
Song is in play, none of the text in any artifact’s text 
box has any effect on the game. Even upkeep costs are 
erased by the Song's effect. However, the text is still 
there, so you can still edit it with Mind Bend, for exam- 
ple. 5E 
Trained Armadon Su Elephant 3/3 t@ 
TE 


Tranquility Sore 22 
Destroy all enchantments. 5E,TE 
Treefolk Seedlings Su Treefolk — 2/* 22 


Treefolk Seedlings has toughness equal to the number 

of forests you control. US 
Treetop Rangers SuElves 2/2 2@ 
Treetop Rangers cannot be blocked except by creatures 
with flying. US 
Trumpeting ArmadonSu Elephant 3/3 3a 
1 ®: Target creature blocks Trumpeting Armadon this 
turn if able. TE 


Tsunami Sore am 
Destroy all islands. 5E 
Untamed Wilds Sore 22 


Search your library for a basic land card and put that 
card into play. Shuffle your library afterwards, 5E 
Venom EC 122 
If enchanted creature blocks or is blocked by any non- 
Wall creature, destroy that creature at end of combat. 
°See Cockatrice for related rulings. ° Venom’s ability 
triggers only when blockers are declared. For example, 
moving Venom around with Enchantment Alteration 
won't trigger its ability after blockers have been 


pe P 0 
declared, nor will it cancel instances of its ability that 
have already triggered. 5E 
Venomous Fangs EC 28 
Whenever enchanted. creature successfully deals dam- 
age to a creature, destroy that creature. US 
Verdant Force SuElem 7/7 Sm 
During each player's upkeep, put a Saproling token into 
play. Treat this token as a 1/1 green creature, »Verdant 
Force's controller plays its upkeep ability and therefore 
controls the Saproling token put into play. In other 
words, Verdant Force's controller puts a Saproling token 
into play under his or her control once during each 


player's upkeep, TE 
Verdant Touch Sore 1@ 
Buyback 3). Target land becomes a 2/2 creature per- 

manently. $ 

Verdigris Inst 2a 
Destroy target artifact. TE 
Verduran Enchantress Suench 0/2 2 


0): Draw a card. Use this ability only when you suc- 
cessfully cast an enchantment spell and only once for 
each such spell. *Verduran Enchantress’s ability won't 
trigger on an enchantment being moved from one 
target to another: as far as the Enchantress is con- 
cerned, the enchantment is simply moving around, not 
being played again. 5E 
Vernal Bloom Ench 3@ 
Whenever a forest is tapped for mana, it produces an 
additional @. 

Volrath’s Gardens —Ench : 

2,, Tap a creature you control: Gain 2 life. Play this 
ability as a sorcery. SH 
Wall of Blossoms Su Wall 0/4 1@ 
When Wall of Blossoms comes into play, draw a card. SH 
Wall of Brambles Su Wall 2/3 2a 
®: Regenerate, 5E 
Wanderlust EC 20 
During the upkeep of enchanted creature’s controller, 
Wanderlust deals 1 damage to him or her. 

War Dance Ench 

During your upkeep, you may put a verse counter on 
War Dance. Sacrifice War Dance: Target creature gets 
+X/+X until end of turn, where X is the number of 


2 


verse counters on War Dance. US 
War Mammoth SuMammoth 3/3 3m 
Trample. 5E 
Whirling Dervish Su Dervish 1/1 ae 


Protection from black. If Whirling Dervish damages any 
opponent, put a +1/+1 counter on it at end of turn, °/f 
Whirling Dervish damages an opponent, it will get a 
counter at end of turn, even if it's under the control of 
that player at that time. Also, it can get more than one 
counter during the same turn if it manages to damage 
a player on more than one occasion during that turn.5E 


Whirlwind Sore 22 
Destroy all creatures with flying. US 
Wild Dogs Su Hounds 2/1 2 


During your upkeep, if a player has more life than any 
other, that player gains control of Wild Dogs. Cycling 
o US 


Wild Growth EL 2 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional . * Wild Growth is simply trigger- 
ing when appropriate rather than modifying the land's 
abilities. So Contamination doesn't override this ability, 
it doesn't allow a Reflecting Pool to produce #, and 


$0 on, 5E 
Winding Wurm SuWurm 6/6 4m 
Echo. US 
Winter Blast Sore x® 


Tap X target creatures. Winter Blast deals 2 damage to 
each of those creatures with flying. * Winter Blast may 
target creatures that are already tapped. It will deal 2 
damage to each such creature that has flying. *Note that 
whether a creature has flying or not is checked when 


Winter Blast resolves, not when it's played. 5E 
Winter’s Grasp Sore 1 
Destroy target land. TE 
Wolverine PackSu Wolverine Pack 2/4 2m 
Rampage: 2. 5E 
Wood Elves SuElves 1/1 2@ 


When Wood Elves comes into play, search your library 
for a forest card and put that forest into play. Shuffle 


your library afterwards. EX 
Wyluli Wolf Su Wolf 1/1 1 
: Target creature gets +1/+1 until end of turn. 5E 


Title Type = P/T Cost : 
Adarkar Wastes Land 


" &: Add one colorless mana to your mana pool. ¢: Add 
% or @ to your mana pool. Adarkar Wastes deals 1 
damage to you. °A// land abilities that produce mana are 
played as mana sources, even if the effect does some- 
thing else, such as damaging you. 5E 


Ancient Tomb Land 

®: Add two colorless mana to yeur mana pool. Ancient 
Tomb deals 2 damage to you. «See Adarkar Wastes for 
related rulings. TE 


Blasted Landscape —_Land 
®: Add one colorless mana to your mana pool. Cycling 
a US 


Bottomless Vault Land 

Bottomless Vault comes into play tapped. You may 
choose not to untap Bottomless Vault during your untap 
phase and put a storage counter on it instead. , 
Remove X storage counters from Bottomless Vault: Add 
an amount of # equal to X to your mana pool. * This 
land gets a counter if you decline to untap it during your 
untap phase, even if an effect such as Winter Orb’s 
would have prevented it from untapping. Whether the 
land was untapped at the beginning of untap is unimpor- 
tant. If you skip your untap phase, the land does not get 
a counter. * Tapping a storage land to remove zero coun- 
ters is still tapping it for mana, so effects like Mana 
Flare's will trigger, producing mana as appropriate. 
°Fffects that simply tap a storage land won't drain it of 
its counters. Effects that force the land to produce mana, 
such as Power Sink’s, will cause all of its counters to be 
removed and the appropriate amount of mana to be pro- 
duced. A continuous effect such as Blood Moon's does- 
n't convert lands until after they enter play. This land will 
enter play tapped and then become a mountain. 
Changing a land into another type doesn’t remove any 
counters that are on the land. However, storage counters 
will be useless until the land reverts to normal. 5E 


Brushland Land 

«: Add one colorless mana to your mana pool. : 4 or 
%* to your mana pool. Brushland deals 1 damage to you. 
See Adarkar Wastes for related rulings. 5E 


Caldera Lake Land 

Caldera Lake comes into play tapped. >: Add one col- 
orless mana to your mana pool. >: Add @ or @ to 
your mana pool. Caldera Lake deals 1 damage to you. 

° See Adarkar Wastes for related rulings. TE 


Cinder Marsh Land 

®: Add one colorless mana to your mana pool. >: Add 
® or @ to your mana pool. Cinder Marsh does not 
untap during your next untap phase. 

City of Brass Land 

Whenever City of Brass becomes tapped, it deals 1 
damage to you. : Add one mana of any color to your 
mana pool. °Mote that City of Brass deals 1 damage to 
its controller if it becomes tapped for any reason, not 
Just as a side effect of producing mana. 5E 


TE 


City of Traitors Land 
If you play a land, sacrifice City of Traitors. G: Add two 
colorless mana to your mana pool. EX 
Drifting Meadow Land 


Drifting Meadow comes into play tapped. @: Add 2% to 
your mana pool. Cycling 2°. US 
Dwarven Hold Land 

Dwarven Hold comes into play tapped. You may choose 
not to untap Dwarven Hold during your untap phase and 
put a storage counter on it instead. ~, Remove X stor- 
age counters from Dwarven Hold: Add an amount of @ 
equal to X to your mana pool. *See Bottomless Vault for 
related rulings. 5E 
Dwarven Ruins Land 

Dwarven Ruins comes into play tapped. @: Add @ to 
your mana pool. @, Sacrifice Dwarven Ruins: Add 
@@ to your mana pool. 

Ebon Stronghold Land 

Ebon Stronghold comes into play tapped. @: Add 4 to 
your mana pool. %, Sacrifice Ebon Stronghold: Add 


5E 


®® to your mana pool, 5E 
Forest Land 

&: Add @ to your mana pool, 5E,TEUS 
Gaea’s Cradle LLand 

©: Add @ to your mana pool for each creature you 
control. US 
Ghost Town Land 


©: Add one colorless mana to your mana pool. ©: 
Return Ghost Town to owner's hand. Use this ability only 
during another player’s turn. TE 


ACLE PLAYER’S GUIDE 


Title Type P/T 
Havenwood Battleground Land 
Havenwood Battleground comes into play tapped. @: 
Add # to your mana pool. @, Sacrifice Havenwood 
Battleground: Add 44 to your mana pool. 


Hollow Trees Land 

Hollow Trees comes into play tapped. You may choose 
Not to untap Hollow Trees during your untap phase and 
put a storage counter on it instead. @, Remove X stor- 
age counters from Hollow Trees: Add an amount of 4 
equal to X to your mana pool. *See Bottomless Vault for 
related rulings. 5E 


Icatian Store Land 

Icatian Store comes into play tapped. You may choose 
Not to untap Icatian Store during your untap phase and 
put a storage counter on it instead. @, Remove X stor- 
age counters from Icatian Store: Add an amount of 
equal to X to your mana pool. *See Bottomless Vault for 
related rulings. 5E 
Ice Floe Land 

You may choose not to untap Ice Floe during your untap 
phase. <: Tap target creature without flying that is 
attacking you. As long as Ice Floe remains tapped, that 
creature does not untap during its controller's untap 


5E 


phase. 5E 
Island Land 
&: Add @ to your mana pool. 5E,TEUS 


Karplusan Forest Land 

®: Add one colorless mana to your mana pool. : Add 

@ or ®@ to your mana pool. Karplusan Forest deals 1 

damage to you. *See Adarkar Wastes for related rulings. 
5E 

Maze of Shadows —_Land 

®: Add one colorless mana to your mana pool. @: 

Untap target attacking creature with shadow. That crea- 

ture neither deals nor receives combat damage this 

turn. 

Mogg Hollows Land 

©: Add one colorless mana to your mana pool. «: Add 

@ or ® to your mana pool. Mogg Hollows does not 


TE 


untap during your next untap phase. TE 
Mountain Land 
&: Add @ to your mana pool. 5E,TEUS 
Phyrexian Tower LLand 


: Add one colorless mana to your mana pool. ©, 
Sacrifice a creature: Add 424 to your mana pool. US 
Pine Barrens Land 

Pine Barrens comes into play tapped. <: Add one col- 
orless mana to your mana pool. @: Add # or # to 
your mana pool. Pine Barrens deals 1 damage to you. 


See Adarkar Wastes for related rulings. TE 
Plains Land 
&: Add 4 to your mana pool. 5E,TE,US 
Polluted Mire Land 


Polluted Mire comes into play tapped. <: Add ¢ to 
your mana pool. Cycling 2. US 


Reflecting Pool Land 
®: Add to your mana pool one mana of any type that 
any land you control can produce. TE 


Remote Isle Land 
Remote Isle comes into play tapped. @: Add @ to 
your mana pool. Cycling 2. 


Rootwater Depths —_Land 
«>: Add one colorless mana to your mana pool. @: Add 
© or @ to your mana pool. Rootwater Depths does 
Not untap during your next untap phase. 


Ruins of Trokair Land 
Ruins of Trokair comes into play tapped. @: Add a to 
your mana pool. @, Sacrifice Ruins of Trokair: Add 
2% to your mana pool. 


Salt Flats Land 

Salt Flats comes into play tapped. =: Add one colorless 
mana to your mana pool. : Add 2% or & to your 
mana pool. Salt Flats deals 1 damage to you. See 
Adarkar Wastes for related rulings. 


Sand Silos Land 

Sand Silos comes into play tapped. You may choose not 
to untap Sand Silos during your untap phase and put a 
storage counter on it instead. @, Remove X storage 
counters from Sand Silos: Add an amount of @ equal 
to X to your mana pool. *See Bottomless Vault for relat- 
ed rulings. 5E 
Seabland Land 

Scabland comes into play tapped. @: Add one colorless 
mana to your mana pool. <>: Add @ or 2 to your 
mana pool. Scabland deals 1 damage to you. See 
Adarkar Wastes for related rulings. TE 


Serra’s Sanctum = —_LLand 
®: Add # to your mana pool for each enchantment 


US 


TE 


5E 


AC - Artifact Creature 
Art - Artifact 


Cost : 


Title Type P/T — Cost 
you control. US 
Shivan Gorge LLand 


: Add one colorless mana to your mana pool. 2:@, 
®: Shivan Gorge deals 1 damage to each of your oppo- 
nents. US 


Skyshroud Forest —_Land 
Skyshroud Forest comes into play tapped. @: Add one 
colorless mana to your mana pool. >: Add 4 or @) to 
your mana pool. Skyshroud Forest deals 1 damage to 
you. *See Adarkar Wastes for related rulings. 


Slippery Karst Land 

Slippery Karst comes into play tapped. G: Add 4 to 

your mana pool. Cycling 2. US 

Smoldering Grater — Land 

Smoldering Crater comes into play tapped. @: Add @ 

to your mana pool. Cycling 2. US 

Stalking Stones Land 

: Add one colorless mana to your mana pool. 6: 

Stalking Stones becomes a 3/3 artifact creature perma- 

nently. (This creature still counts as a land.) TE 

Sulfurous Springs Land 

: Add one colorless mana to your mana pool. : Add 

® or @ to your mana pool. Sulfurous Springs deals 1 

damage to you. *See Adarkar Wastes for related rulings. 
5E 


TE 


Svyelunite Temple Land 
Svyelunite Temple comes into play tapped. @: Add @) 
to your mana pool. ®, Sacrifice Svyelunite Temple: Add 


© to your mana pool. 5E 
Swamp Land 
&: Add 4 to your mana pool. 5E,TEUS 
Thalakos Lowlands — Land 


&: Add one colorless mana to your mana pool. <: Add 
#* or © to your mana pool. Thalakos Lowlands does 
Not untap during your next untap phase. TE 


Thran Quarry Land 

At the end of each turn, if you control no creatures, 
sacrifice Thran Quarry. @: Add one mana of any color 
to your mana pool. US 


Tolarian Academy —_LLand 
&: Add @ to your mana pool for each artifact you 
control. US 


Underground River Land 

&: Add one colorless mana to your mana pool. G: Add 

© or @ to your mana pool. Underground River deals 1 

damage to you. *See Adarkar Wastes for related rulings. 
5E 


Urza's Mine Land 

«>: Add one colorless mana to your mana pool. If you 
control Urza’s Mine, Urza's Power Plant, and Urza’s 
Tower, add two colorless mana to your mana pool instead 
of one. *You get two mana from Urza's Mine if you have 
even one of each “Urza land” in play. You don’t need to 
have the same number of Mines, Power Plants, and 
Towers. * You have no control over whether the Mine pro- 
duces one mana or two, If you control the complete set 
of Urza lands, you get two mana regardless of whether 
‘you want it. *The amount of mana to be produced is set 
when you play the ability, not when the effect resolves.5E 
Urza’s Power Plant — Land 

®: Add one colorless mana to your mana pool. If you 
control Urza's Mine, Urza's Power Plant, and Urza’s 
Tower, add two colorless mana to your mana pool instead 
of one. *See Urza's Mine for related rulings. 5E 
Urza's Tower Land 

: Add one colorless mana to your mana pool. If you 
control Urza's Mine, Urza's Power Plant, and Urza's 
Tower, add three colorless mana to your mana pool 
instead of one. *See Uiza’s Mine for related rulings. 5E 
Vec Townships Land 

: Add one colorless mana to your mana pool. :; Add 
® or % to your mana pool. Vec Townships does not 
untap during your next untap phase. TE 
Volrath’s Stronghold Land 

: Add one colorless mana to your mana pool. 1%, 
©: Put target creature card from your graveyard on 
top of your library. S 
Wasteland Land 

: Add one colorless mana to your mana pool. ©, 
Sacrifice Wasteland: Destroy target nonbasic land. 


Acidic Soil Sore 2@ 
Acidic Soil deals 1 damage to each player for each land 
he or she controls, US 
Aftershock Sore 2ee 
Destroy target artifact, creature, or land. Aftershock 
deals 3 damage to you. 


TE 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
Ambush Party Su Ambush Party 3/1 £e 
First strike. Ambush Party is unaffected by summoning 
sickness. 5E 
Amok Ench re 


1, Discard a card at random: Put a +1/+1 counter on 
target creature. 

Anarchist Su Townsfolk 2/2 4@ 
When Anarchist comes into play, you may return target 
sorcery card from your graveyard to your hand. EX 
Ancient Runes Ench 22e 
During each player's upkeep, Ancient Runes deals 1 
damage to that player for each artifact he or she con- 
trols. TE 
Antagonism Ench 3@ 
During each player's discard phase, Antagonism deals 2 
damage to that player unless one of his or her opponents 
was successfully dealt damage that turn. US 
Apocalypse Sore 2e@2028 
Remove all permanents from the game, Discard your 
hand. 

Arc Lightning Sore 2@ 
Arc Lightning deals 3 damage divided as you choose among 
any number of target creatures and/or players. US 
Atog SuAtog 1/2 1@ 
Sacrifice an artifact: Atog gets +2/+2 until end of turn. 


Lightning Su Ball Lightning 6/1 @ee@ 
Trample. Ball Lightning is unaffected by summoning 
sickness. At the end of any turn, sacrifice Ball Lightning. 


5E 
Barbed Sliver Su Sliver 2/2 2@ 
Each Sliver gains “2: This creature gets +1/+0 until 
end of turn.’ T 
Bedlam Ench 2e@e@ 
Creatures cannot block. US 
Bird Maiden Su Bird Maiden 1/2 2@ 
Flying. 5E 
Blood Frenzy Inst te 


Target attacking or blocking creature gets +4/+0 until 
end of turn, At end of turn, destroy that creature. TE 


Blood Lust Inst re 
Target creature gets +4/-4 until end of turn. If this 
reduces that creature’s toughness to less than 1, the 
creature’s toughness is 1. °A number can only be 
reduced below a certain value if it was at or above that 
value to begin with. So if Blood Lust's target somehow 
already has toughness less than 1, it will get another -4 
toughness rather than having its toughness raised to 1.5E 


Boil Inst 32a 
Destroy all islands. TE 
Brand Inst 


Gain control of all permanents you own. Cycling 2. US 
Brassclaw Orcs = SuOres 3/2 2@ 
Brassclaw Ores cannot be assigned to block any crea- 
ture with power 2 or greater. 5E 
Bravado EC Le 
Enchanted creature gets +1/+1 for each other creature 
you control. 

Brothers of Fire Su Brothers 2/2 Le@@ 
1 @@: Brothers of Fire deals 1 damage to target 
creature or player and 1 damage to you. 


Brute, The EC 12 
Enchanted creature gets +1/+0. @@@: Regenerate 

enchanted creature, 5E 
Bulwark Ench 3e@@ 


During your upkeep, Bulwark deals 1 damage to target 
opponent for each card in your hand greater than the 
number of cards in that player’s hand. U 
Canyon Drake SuDrake 1/2 2@@ 
Flying. 1, Discard a card at random: Canyon Drake 
gets +2/+0 until end of turn. 


Canyon Wildcat SuCat 2/1 pe 
Mountainwalk. TE 
Cave People SuCave People 14 Lee 


If Cave People attacks, it gets +1/-2 until end of turn. 

1 @@, ©: Target creature gains mountainwalk until 
end of turn. 5E 
Chaotic Goo Su Ooze 00 2e@ 
Chaotic Goo comes into play with three +1/+1 counters 
on it. During your upkeep, you may flip a coin. If you 
win the flip, add a +1/+1 counter to Chaotic Goo. 
Otherwise, remove a +1/+1 counter from it. TE 
Cinder Crawler Su Salamander 1/2 12@ 
@: Cinder Crawler gets +1/+0 until end of turn. Use 


this ability only if Cinder Crawler is blocked. EX 
Conquer EL 3@@ 
Gain control of enchanted land. 5E 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T 
Convulsing Licid  Sulicid 2/2 2@ 
@, ©: Convulsing Licid loses this ability and becomes 
a creature enchantment that reads “Enchanted creature 
cannot block” instead of a creature. Move Convulsing 
Licid onto target creature. You may pay @ to end this 
effect. *See Transmogrifying Licid for related rulings.SH 
Crater Hellion SuBeast 6/6 4@@ 
Echo. When Crater Hellion comes into play, it deals 4 
damage to each other creature. US 


Craven Giant Su Giant 4/1 22@ 
Craven Giant cannot block. SH 
Crimson ManticoreSu Manticore 2/2 2@@ 


Flying. @, ¢: Crimson Manticore deals 1 damage to 
target attacking or blocking creature. 5E 


Crown of Flames EC 
@: Enchanted creature gets +1/+0 until end of turn. 
@: Return Crown of Flames to owner's hand. TE 


Deadshot Sore 3e 
Tap target creature. That creature deals damage equal 
to its power to another target creature, T 


Destructive Urge EC lee 
Whenever enchanted creature successfully deals combat 
damage to a player, that player sacrifices a land. US 


Detonate Sore xe 
Destroy target artifact with total casting cost equal to X. 
Detonate deals X damage to that artifact’s controller. 
Creatures destroyed in this way cannot be regenerated 
this tum. *Detonate, not the artifact, deals the damage. 
Detonate fizzles if the target is removed before resolution, 
and no damage is dealt. 5E 


Disintegrate Sore xe 
Disintegrate deals X damage to target creature or play- 
er. That creature cannot regenerate this turn. If the 
creature is dealt lethal damage this turn, remove it from 
the game. */f lethal damage is dealt to the target crea- 
ture later in the turn, it's removed from the game 
instead of destroyed. Thus, abilities such as Soul Net's 
won't trigger and abilities that replace destruction, such 
as regeneration, can’t be used. It isn’t important 
whether Disintegrate itself deals lethal damage to the 
creature, just whether it suffers lethal damage. 
Prohibiting the target creature from regenerating is a 
function of the spell, not of the damage. So it applies 
even if X is equal to 0; redirecting the damage won't 
change which creature is stopped from regenerating; 
and so on. 5E 
Disorder Sore 1e@ 
Disorder deals 2 damage to each white creature and 
each player who controls a white creature. US 
Dizzying Gaze EC e 
Play Dizzying Gaze only on a creature you control, @: 
Enchanted creature deals 1 damage to target creature 
with flying. E 
Dromosaur Su Lizard 2/3 2@ 
Whenever Dromosaur blocks or becomes blocked, it 


gets +2/-2 until end of turn. 

Duct Crawler Sulnsect 1/1 e 
1 @: Target creature cannot block Duct Crawler this 
turn. SH 
Dwarven Catapult Inst xe 


Dwarven Catapult deals X damage divided evenly, 
rounded down, among all creatures target opponent 
controls, * Your opponent's creatures aren't counted until 
the spell resolves, If your opponent produces more crea- 
tures in response to Dwarven Catapult and thus has 
more than X creatures in play when it resolves, each of 
his or her creatures takes 0 damage (after rounding 
down). 5E 


Dwarven Soldier SuDwarf 2/1 12 
If Dwarven Soldier blocks or is blocked by any Orcs, it 
gets +0/+2 until end of turn. 5E 
Dwarven Warriors Su Dwarves 1/1 228 
>: Target creature with power 2 or less is unblockable 
this turn. *Evasion abilities only apply when blockers are 
declared, so making a creature unlockable once it has 
already been blocked accomplishes nothing. 5E 
Earthquake Sore “xe 
Earthquake deals X damage to each creature without 
flying and each player. 5E 
El SuBeast 3/3 3@@ 
Whenever Electryte successfully deals combat damage 
to defending player, Electryte deals damage equal to its 
power to each blocking creature. US 
Enraging Licid Su Licid 1/1 le 
@, ©: Enraging Licid loses this ability and becomes a 
creature enchantment that reads “Enchanted creature is 
unaffected by summoning sickness” instead of any other 
type of permanent. Move Enraging Licid onto target crea- 
ture. You may pay @ to end this effect. *See 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost : 


Title Type P/T Cost 
Transmogrifying Licid for related rulings. TE 
Errantry EC Le 


Enchanted creature gets +3/+0 and cannot attack with 


any other creatures. 5E 
Eternal Warrior EC e 
Attacking does not cause enchanted creature to tap. 5E 
Falter Inst le 
Creatures without flying cannot block this tum. US 
Fanning the Flames Sorc xee 


Buyback 3. Fanning the Flames deals X damage to 
target creature or player. SH 


Fault Line Inst xee 
Fault Line deals X damage to each creature without fly- 
ing and each player. US 
Fiery Mantle EC le 


When Fiery Mantle is put into a graveyard from play, 
return Fiery Mantle to owner's hand, @: Enchanted 
creature gets +1/+0 until end of turn. 

Fighting Chance Inst e 
For each blocking creature, flip a coin. If you win the flip, 
that creature deals no combat damage this turn. EX 
Fire Ants Su Insects 2/1 22 
&: Fire Ants deals 1 damage to each other creature 
without flying. 


US 


MIRROR UNIVERSE. 
Force of Will and Force of Will 
Can't we think up some new names? 


Actually, we can't. According to our este) 
chief, Mark Rosewater, all throughout the A 
design process, it was recognized as the 
Unfortunately, the name ''StopSpell'' just 
anyone. When it came down to the eleven 
Katherine Haines said, ''So what if there’ 
card named ‘Force of Will?’ It's perfect!" 


Fire Drake SuDrake 12 1@@ 
Flying. @: Fire Drake gets +1/+0 until end of tum. You 
cannot spend more than @ in this way each tum.  5E 


Fireball Sore x@ 
Pay 1 for each target beyond the first: Fireball deals X 
damage divided evenly, rounded down, among any 
number of target creatures and/or players. * You can't 
target the same thing twice when you play a spell, so if 
you split the Fireball, you must choose different targets 
for it. *Mana spent to allow additional targets is a cost 


but not part of the casting cost. 5E 
Firebreathing EC 

@: Enchanted creature gets +1/+0 until end of tum. 5E 
Firefly Su Insect 1/1 3@ 
Flying. @: Firefly gets +1/+0 until end of tun. TE 
Fireslinger Su Wizard 1/1 12 


&: Fireslinger deals 1 damage to target creature or 
player and 1 damage to you. TE 


Flame Spirit Su Spirit 2/3 42 
@: Flame Spirit gets +1/+0 until end of turn, 5E 
Flame Wave Soc 3@e@02e 


Flame Wave deals 4 damage to target player and each 
creature he or she controls, SH 
Flare Inst 22 
Flare deals 1 damage to target creature or player. Draw 
a card at the beginning of the next turn. 5 


Flashfires Sore 32 
Destroy all plains, 5E 
Fling Inst le 


Sacrifice a creature: Fling deals damage equal to the sacri- 


ficed creature's power to target creature or player. SH 
Flowstone Blade EC @ 
@: Enchanted creature gets +1/-1 until end of tum. SH 
Flowstone Flood Sore 32 


Buyback-Pay 3 life, discard a card at random. Destroy 
target land. EX 
Flowstone Giant SuGiant 33 2e@ 
@: Flowstone Giant gets +2/-2 until end of turn. TE 
Flowstone Hellion Su Beast 3/3 4@ 
Flowstone Hellion is unaffected by summoning sickness. 
0: Flowstone Hellion gets +1/-1 until end of tun. SH 
Flowstone Mauler SuBeast 4/5 #@@ 
Trample. @: Flowstone Mauler gets +1/-1 until end of 
SH 


turn. 
SalamanderSu Salamande3/4 3 @@ 


@: Flowstone Salamander deals 1 damage to target 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


P/T 


Title Type Cos 
creature blocking it. it 
Flowstone Shambler Su Beast 2/2 22 


@: Flowstone Shambler gets +1/-1 until end of tum. SH 


Flowstone Wyvern SuDrake 33 3@@ 
Flying. @: Flowstone Wyvern gets +2/-2 until end of 
turn. TE 


Furnace Brood Su Elementals 3/3 32a 
@: Target creature cannot be regenerated this turn. EX 


Furnace of Rath Ench leee 
Double all damage assigned to any creature or player. 

* Continuous abilities that apply when damage is 
assigned take effect when damage is redirected, just 
like abilities that trigger on that damage. Because redi- 
rected damage is actually reassigned, Furnace of Rath 
doubles damage that gets redirected. For example, 
here's what happens when a Ball Lightning (power 6, 
trample) is blocked by an Ophidian (toughness 3) while 
Furnace of Rath is in play: Normally, Ball Lightning 
would assign 6 damage to the Ophidian, but because 
the Furnace is in play, it assigns 12 damage. Ophidian’s 
toughness is 3, so 9 of the 12 damage “tramples 
through,” meaning it’s redirected to the defending play- 


Force of Will 


Q 


Co Wiyy 


er. When that 9 damage is assigned to the defending 
player, it’s doubled again because of the Furnace’s 
effect, for a total of 18 damage. TE 
Furnace Spirit Su Spirit 1/1 22 
Furnace Spirit is unaffected by summoning sickness. 
@: Furnace Spirit gets +1/+0 until end of turn, 


Gamble Sore 

Search your library for a card, put that card into your 
hand, then discard a card at random. Shuffle your 
library afterward. US 
Game of Chaos Sore eee 
Flip a coin. If you win the flip, target opponent loses 1 
life. Otherwise, you lose 1 life. The winner of the flip 
gains 1 life and may repeat this process. Double the 


SH 


stakes each time. 5E 
Giant Strength EC ee 
Enchanted creature gets +2/+2. 5E,TE 
Goblin Bombardment Ench 12 


Sacrifice a creature: Goblin Bombardment deals 1 dam- 
age to target creature or player. TE 
Goblin Cadets  SuGoblins 2/1 e 
Whenever Goblin Cadets blocks or becomes blocked, 

target opponent gains control of it. US 
Goblin Digging Teamsu Goblins 1/1 e 
, Sacrifice Goblin Digging Team: Destroy target Wall.5E 


Goblin Hero Su Goblin 2/2 2@ 
5E 
Goblin King Sulod 22 1e@@ 


All Goblins get +1/+1 and gain mountainwalk. ° See 
Zombie Master for related rulings. 5E 


Goblin Lackey = SuGoblin 1/1 e 
Whenever Goblin Lackey successfully deals damage to a 
player, you may choose a Goblin card in your hand and 
put that Goblin into play. US 
Goblin Matron = Su Goblin 1/1 22@ 
When Goblin Matron comes into play, you may search 
your library for a Goblin card. If you do, reveal that 
card, put it into your hand, and shuffle your library 
afterward. US 
Goblin Offensive Sore xtee 
Put X Goblin tokens into play. Treat these tokens as 1/1 
red creatures. US 


: Title Type “PIT Cost 
Goblin Patrol Su Goblins 2/1 @ 
Echo. US 
Goblin Raider SuGoblin 2/2 le 
Goblin Raider cannot block. US 
Goblin Spelunkers Su Goblins 2/2 2@ 
Mountainwalk. US 
Goblin War Buggy Su Goblin 2/2 re 


Echo. Goblin War Buggy is unaffected by summoning 
sickness. US 
Goblin War Drums — Ench 2@ 
Each creature you control cannot be blocked by only 
one creature. *Controlling multiple Goblin War Drums 
has no added effect. 5E 
Goblin Warrens Ench 22@ 
2-@, Sacrifice two Goblins: Put three Goblin tokens 


into play. Treat these tokens as 1/1 red creatures, 5E 
Guma SuCat 2/2 2@ 
Protection from blue. US 
Hand to Hand Ench 2@ 


Instants and abilities requiring an activation cost cannot 
be played during combat. 

Havoc Ench Le 
Whenever target opponent successfully casts a white 
spell, he or she loses 2 life. 


Headlong Rush Inst le 
All attacking creatures gain first strike until end of tum. US 
Heart Sliver Su Sliver 1/1 1@ 
All Slivers are unaffected by summoning sickness, TE 
Heat of Battle Ench le 
Whenever any creature blocks, Heat of Battle deals 1 
damage to that creature’s controller. 
Heat Ray Inst xe 
Heat Ray deals X damage to target creature. US 
Hill Giant Su Giant 3/3 3@ 
5E 
Hurloon Minotaur Su Minotaur 2/3 2@@ 
GE 
Imposing Visage EC 2 


Enchanted creature cannot be blocked by only one 
creature. 

Incinerate Inst 1@ 
Incinerate deals 3 damage to target creature or player. 
Creatures damaged by Incinerate cannot regenerate this 
tum. *Any and all creatures that Incinerate successfully 
damages are prohibited from regenerating this turn. If 
the damage is redirected piecemeal, it's possible for one 
Incinerate to prohibit more than one creature from regen- 


erating. 5E 
Inferno Inst 5ee 
Inferno deals 6 damage to each creature and player. 5E 
Invasion Plans Ench 2@ 
Each creature blocks whenever able. Attacking player 

chooses how each creature blocks. SH 
lronclaw Curse EC @ 
Enchanted creature gets -0/-1 and cannot be assigned 
to block any creature with power greater than or equal 
to enchanted creature's toughness, 5E 
lronclaw Orcs SuOres 2/2 1@ 
lronclaw Ores cannot be assigned to block any creature 
with power 2 or greater. 5E 
Jackal Pup Su Hound 2/1 e 


For each 1 damage dealt to Jackal Pup, it deals 1 dam- 
age to you. TE 
Jagged Lightning Sore 3e@28 
Jagged Lightning deals 3 damage to target creature 
and 3 damage to another target creature. US 
Jokulhaups Sore 4@e 
Destroy all artifacts, creatures, and lands. Creatures 
destroyed in this way cannot be regenerated this tum. 5E 
Keeper of the HameSu Wizard 1/2 ee 
@, &: Keeper of the Flame deals 2 damage to target 
opponent. Use this ability only if that opponent has 
more life than you. EX 
Keldon Warlord Su Lord 2e@e 
Keldon Warlord has power and toughness each equal to 
the number of non-Wall creatures you control. *Once dam- 
age is dealt, it remains on the creature throughout the 
tum. So a Warlord might survive damage when it’s first 
dealt, only to die when other creatures you control leave 
play and the Warlord’s toughness drops as a result. 5E 
Kindle Inst 1@ 
Kindle deals to target creature or player an amount of 
damage equal to 2 plus the number of Kindle cards in 


*/* 


all graveyards. TE 
Lay Waste Sore 22@ 
Destroy target land. Cycling 2 US 
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Title Type P/T Cost 


Lightning Blast Inst 3@ 
Lightning Blast deals 4 damage to target creature or 

player. TE 
Lightning Dragon Su Dragon 4/4 2@@ 
Flying, echo, @: Lightning Dragon gets +1/+0 until end 
of turn. US 


Lightning Elementalsu Elemental4/1 3@ 
Lightning Elemental is unaffected by summoning sick- 
ness, Tl 


Lowland Giant SuGiant 4/3 2@@ 
TE 


Mage il-Vec Su Wizard 2/2 2@ 
&, Discard a card at random: Mage il-Vec deals 1 
damage to target creature or player. 


Magmasaur  SuElemental 0/0 3@@ 
Magmasaur comes into play with five +1/+1 counters 
on it. During your upkeep, remove a +1/+1 counter 
from Magmasaur, or sacrifice Magmasaur and it deals 1 
damage for each +1/+1 counter on it to each creature 
without flying and each player. Tl 


Mana Clash Sorc 

You and target opponent each flip a coin, Mana Clash 
deals 1 damage to each player whose coin comes up 
tails. Repeat this process until both players’ coins come 
up heads at the same time. ¢Mana Clash has a single 
target, namely an opponent. It doesn’t target you, even 
though it affects you. 5E 


Mana Flare Ench 2@ 
Whenever any player taps a land for mana, it produces 
one additional mana of the same type. ¢7he “same 
type” of mana is the type of mana the land was tapped 
to produce. If the land has more than one mana-pro- 
ducing ability, then only the one that was used is rele- 
vant. If that ability produces more than one type of 
mana, its controller chooses which type of mana is pro- 
duced by Mana Flare; if there's more than one Mana 
Flare or similar ability in play, that player make this 
decision separately for each one, as each of them trig- 
gers independently, 5E 


Manabarhs Ench 3@ 
Whenever any player taps a land for mana, Manabarbs 
deals 1 damage to him or her. «See Adarkar Wastes for 
related rulings. Because each land is tapped for mana 
individually, you will often need to play damage-prevention 
abilities once for each land that is tapped. Any new dam- 
age generated during a damage-prevention step is folded 
into that step rather than creating a step of its own, so if 
you tap a number of lands for mana during damage pre- 
vention, you'll be handling all of that damage at once. In 
such a case, you could prevent all the damage with a sin- 
gle use of a Circle of Protection, for example. *All damage 
is from the same source, so effects such as Reverse 
Damage’s will scoop up all the damage Manabarbs has 
dealt to you this turn. 5E 
Maniacal Rage EC 1@ 
Enchanted creature gets +2/+2 and cannot block, EX 
Meltdown Sore xe 
Destroy each artifact with total casting cost X or less. US 
Mob Justice Sore le 
Mob Justice deals 1 damage to target player for each 
creature you control. SH 


Mogg Assassin Su Goblin 2/1 2@ 
®: Flip a coin. If you win the flip, destroy target crea- 
ture an opponent controls. Otherwise, destroy target 
creature of that opponent choice. 


Mogg Bombers Su Goblins 3/4 3@ 
If any other creature comes into play, sacrifice Mogg 
Bombers and it deals 3 damage to target player. SH 


Mogg Conscripts Su Goblins 2/2 @ 
Mogg Conscripts cannot attack unless you have suc- 
cessfully cast a creature spell this turn, 

Mogg Fanatic Su Goblin 1/1 e 
Sacrifice Mogg Fanatic: Mogg Fanatic deals 1 damage 
to target creature or player. TE 


Mogg Flunkies © SuGoblins 3/3 te 
Mogg Flunkies cannot attack or block during a tum in 
which no other creature you control attacks or blocks, SH 


Mogg Infestation Sore 32e 
Destroy all creatures target player controls. For each 
creature put into any graveyard in this way, put two 
Goblin tokens into play under that player’s control. Treat 
these tokens as 1/1 red creatures. SH 


Mogg Maniac Su Goblin 1/1 Le 
Whenever Mogg Maniac is dealt damage, it deals an 

equal amount of damage to target opponent. SH 
Mogg Raider Su Goblin 1/1 2 


Sacrifice a Goblin: Target creature gets +1/+1 until end 
of turn. 


ACLE PLAYER’S GUIDE 


Title Type P/T Cost : 
Mogg Squad Su Goblins 3/3 te 
Mogg Squad gets -1/-1 for each other creature in play. TE 
Mons’s Goblin Raiderssu Goblins 1/1 e 

5E 


Monstrous Hound SuHound 4/4 3@ 
Monstrous Hound cannot attack unless you control more 
lands than defending player. Monstrous Hound cannot 
block unless you control more lands than attacking 
player. 


Mountain Goat SuGoat 1/1 2 
Mountainwalk. 5E 
No Quarter Ench ae 


Whenever any creature blocks or is blocked by a crea- 
ture with lesser power, destroy the creature with the 
lesser power. TE 
Oath of Mages Ench re 
During each player's upkeep, if that player has less life 
than target opponent, he or she may have Oath of 
Mages deal 1 damage to that opponent. EX 
Ogre Shaman Sudgre 3/3 S@e@ 
2, Discard a card at random: Ogre Shaman deals 2 
damage to target creature or player. EX 
Okk Su Goblin 4/4 12 
Okk cannot attack unless a creature with greater power 
also attacks, Okk cannot block unless a creature with 
greater power also blocks. US 
Onslaught Ench 

Whenever you successfully cast a creature spell, tap 
target creature. EX 


Opportunist Su Soldier 2/2 2@ 
&: Opportunist deals 1 damage to target creature that 
was damaged this turn. TE 
Orcish Artillery Sudrs 13 Tee 


&: Orcish Artillery deals 2 damage to target creature or 
player and 3 damage to you. /f all targeted portions of 
an effect fizzle, the nontargeted portions don’t do any- 
thing either. So if the part of the effect that deals 2 dam- 
age fizzles, you don't take the 3 damage. 5E 
Orcish Captain Sure 1/1 e 
1: Flip a coin. If you win the flip, target Orc gets 
+2/+0 until end of turn. Otherwise, that Ore gets 

-0/-2 until end of turn. 5E 
Orcish Conscripts Su Ores 2/2 @ 
Orcish Conscripts cannot attack unless at least two 
other creatures do. Orcish Conscripts cannot be 
assigned to block any creature unless at least two other 
creatures do. 5E 
Orcish Farmer SuOre 2/2 dew 
©: Target land is a swamp until its controller’s next 


untap phase. 5E 
Orcish Oriflamme — Ench 3@ 
Attacking creatures you control get +1/+0. 5E 
Orcish Squatters Su Ores 2/3 4@ 


©: Gain control of target land defending player con- 
trols as long as you control Orcish Squatters. Orcish 
Squatters deals no combat damage this turn. Use this 
ability only if Orcish Squatters is attacking and 
unblocked and only once each turn. 5E 


Orgg SuOrgg 6/6 3@@ 
Trample. Orgg cannot attack if defending player controls 
an untapped creature with power 3 or greater. Orgg 
cannot be assigned to block any creature with power 3 
or greater. °/f you attempt to declare Orgg as an 
attacker, it only ignores tapped creatures the defending 
player controls, Untapped creatures that couldn't be 
assigned to black Orgg (shadow creatures, for instance) 


still prevent it from attacking. 5E 
Outmaneuver Inst xe 
X target blocked creatures deal combat damage to defending 
player instead of to blocking creatures this tum. US 
Pallimud Su Beast */3 2@ 


Pallimud has power equal to the number of tapped 
lands target opponent controls. 


Pandemonium Ench 3@ 
Whenever any creature comes into play, that creature $ 
controller may choose to have it deal damage equal to its 
power to target creature or player. EX 
Panic Inst er) 
Play Panic only during combat before blockers are 
declared. Target creature cannot block this turn, Draw a 
card at the beginning of the next turn. 5E 
Paroxysm EC re 
During the upkeep of enchanted creature $ controller, 
reveal the top card of that players library to all players. 
If that card is a land card, destroy enchanted creature. 
Otherwise, enchanted creature gets +3/+3 until end of 
turn. (Return the card to the top of the player's library, 
face down.) EX 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 


Price of Progress Inst 12 
Price of Progress deals 2 damage to each player for 
each nonbasic land he or she controls. 


Primordial Ooze Su Ooze 1/1 2 
Primordial Ooze attacks each turn if able. During your 
upkeep, put a +1/+1 counter on Primordial Ooze. Then 
pay , where % is equal to the number of these 
counters on Primordial Ooze, or tap Primordial Ooze and 
it deals X damage to you. 5E 


Pyroblast Interrupt e 
Counter target spell if it is blue, or destroy target perma- 
nent if it is blue. (/f this spell targets a permanent, play it 
as an instant, *See Hydroblast for related rulings. 5E 


Pyrotechnics Sore cc) 
Pyrotechnics deals 4 damage divided any way you 
choose among any number of target creatures and/or 
players, * You must distribute all 4 damage, but you 
can’t assign 0 damage to a target. So this spell has an 
effective maximum of four targets, even though this 


isn’t explicit in the text. 5E 
Raging Goblin Su Goblin 1/1 

Raging Goblin is unaffected by summoning sickness, EX 
Rain of Salt Sorc 4ee 
Destroy two target lands. US 
Rathi Dragon Su Dragon 5/5 2@@ 


Flying. When Rathi Dragon comes into play, sacrifice 
two mountains or sacrifice Rathi Dragon. 

Ravenous Baboons SuApes 2/2 a@ 
When Ravenous Baboons comes into play, destroy tar- 
get nonbasic land. EX 
Raze Sore 2 
At the time you play Raze, sacrifice a land. Destroy tar- 
get land. US 


Reckless Ogre Su Ogre 3/2 3@ 
If Reckless Ogre attacks and no other creatures do, it 
gets +3/+0 until end of turn. E 
Reflexes EC e 
Enchanted creature gains first strike, US 


Renegade Warlord Su Soldier 3/3 4@ 
First strike. If Renegade Warlord attacks, each other 
attacking creature gets +1/+0 until end of turn, == TE 
Retromancer  SuViashinn 3/3 2@@ 
Whenever Retromancer is the target of a spell or ability, 
Retromancer deals 3 damage to that spell or ability’s 
controller. US 
Rolling Thunder Sorc xee@ 
Rolling Thunder deals X damage divided any way you 
choose among any number of target creatures and/or 


players, TE 
Ruination Sore 3@ 
Destroy all nonbasic lands, SH 


Rumbling Crescendo Ench 3@e@ 
During your upkeep, you may put a verse counter on 
Rumbling Crescendo. @, Sacrifice Rumbling Crescendo: 
Destroy up to X target lands, where X is the number of 


verse counters on Rumbling Crescendo. US 
Sabertooth Wyvern Su Drake 3/2 4@ 
Flying, first strike. EX 
Sabretooth Tiger SuTiger 2/1 22 
First strike. 5E 


Sandstone WarriorSu Soldier 1/3 2@@ 
First strike, @: Sandstone Warrior gets +1/+0 until end 
of turn. TE 


Scald Ench ie 
Whenever a player taps an island for mana, Scald deals 
1 damage to that player. US 


Scalding SalamanderSu Salamander2/1 2 
@: Scalding Salamander deals 1 damage to each crea- 
ture without flying defending player controls. Play this 
ability only if Scalding Salamander is attacking and only 
once each turn. EX 
Scorched Earth Sore x@ 
Choose and discard X land cards: Destroy X target 
lands. 

Scoria Wurm Su Wurm 7/7 4@ 
During your upkeep, flip a coin. If you lose the flip, 
return Scoria Wurm to owner's hand. 


Scrap Inst 22@ 
Destroy target artifact. Cycling 2°. US 
Searing Touch Inst 


Buyback 4°. Searing Touch deals 1 damage to target 
creature or player. TE 
Seething Anger Sorc 2 
Buyback 3. Target creature gets +3/+0 until end of 

turn. SH 


Seismic Assault Ench eee 
Choose and discard a land card: Seismic Assault deals 2 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
damage to target creature or player. EX 
Shadowstorm Sore 


Shadowstorm deals 2 damage to each creature with 
shadow. 


Shard Phoenix  SuPhoenix 2/2 4@ 
Flying. @@@: Put Shard Phoenix into your hand. Use 
this ability only if Shard Phoenix is in your graveyard 
and only during your upkeep. Sacrifice Shard Phoenix: 
Shard Phoenix deals 2 damage to each creature without 
flying. SH 


Shatter Inst 1e 
Destroy target artifact. 5E,TE 
Shattering Pulse Inst te 
Buyback 3°. Destroy target artifact. EX 
Shatterstorm Sore 2e2@ 
Destroy all artifacts. Creatures destroyed in this way 

cannot be regenerated this turn. 5E 
Shiv’s Embrace EC 2e2 


Enchanted creature gets +2/+2 and gains flying. @: 
Enchanted creature gets +1/+0 until end of turn. US 


Shivan Dragon Su Dragon 5/5 4@@ 
Flying, @: Shivan Dragon gets +1/-+0 until end of tum, 5E 
Shivan Hellkite  SuDragon 5/5 S@@ 
Flying. 1 @: Shivan Hellkite deals 1 damage to target 
creature or player. US 
Shivan Raptor Su Lizard 3/1 2@ 
First strike, echo. Shivan Raptor is unaffected by sum- 
moning sickness, U 
Shock Inst 

Shock deals 2 damage to target creature or player. SH 
Shocker Su Insect 1/1 ve 
If Shocker damages any player, that player discards his 
or her hand, then draws a new hand of as many cards 
as he or she had before. T 
Shower of Sparks Inst 

Shower of Sparks deals 1 damage to target creature 
and 1 damage to target player. U 
Smoke Ench ee 
Players cannot untap more than one creature during their 
untap phases. °See Winter Orb for related rulings. * When 
you choose a creature, you're choosing from among 
those creatures that would have untapped otherwise. For 
example, you can't decline to untap Cofin Queen, and 
then choose the Queen as the one creature for Smoke. If 
none of your creatures would have untapped otherwise, 
then none of them untap. 5 
Sneak Attack Ench 3@ 
@: Choose a creature card from your hand and put 
that creature into play. The creature is unaffected by 
summoning sickness, At end of turn, sacrifice the crea- 


ture. US 
Sonic Burst Inst a) 
Discard a card at random: Sonic Burst deals 4 damage 
to target creature or player. EX 
Spellshock Ench 2@ 
Whenever any player successfully casts a spell, 

Spellshock deals 2 damage to him or her. EX 
Spitting Hydra = Su Hydra 0/0 Saw 


Spitting Hydra comes into play with four +1/+1 coun- 
ters on it. ‘1@, Remove a +1/+1 counter from 
Spitting Hydra: Spitting Hydra deals 1 damage to target 
creature. SH 
Starke of Rath  Sulegend 22 LO@@ 
: Destroy target artifact or creature. That perma- 
nent’s controller gains control of Starke of Rath perma- 
nently. TE 
Steam Blast Sore 2@ 
Steam Blast deals 2 damage to each creature and play- 
er, US 
Stone Giant SuGiant 3/4 2@@ 
: Target creature you control with toughness less 
than Stone Giant’s power gains flying until end of turn. 
At end of turn, destroy that creature. *Stone Giant can 
target itself with its ability if you can adjust its power 
and toughness properly. 5 


Stone Rain Sore 22 
Destroy target land. 5E,TE 
Stone Spirit Su Spirit 4/3 4@ 


Stone Spirit cannot be blocked by creatures with flying. 5E 
Stun Inst 12 
Target creature cannot block this turn. Draw a card. 

°See “Cantrip” in the Rules Summary section. TE 
Sudden Impact Inst 32 
Sudden Impact deals 1 damage to target player for 

each card in his or her hand. TE 


Sulfuric Vapors Ench 3@ 
Whenever a red spell deals damage, it instead deals 


Sor - Sorcery 
SC - Summon Creature 


that amount of damage plus 1. eSpells and abilities 
deal damage when they resolve, and any relevant 
effects trigger at that time. Therefore, Sulfuric Vapors 
increases damage being dealt before damage-preven- 
tion abilities are played. US 
Tahngarth’s Rage EC 

If enchanted creature is attacking, it gets +3/+0. 
Otherwise, it gets -2/-1. TE 
Thundering Giant SuGiant 43 3e@ 
Thundering Giant is unaffected by summoning sickness, US 
Tooth and Claw Ench 3e 
Sacrifice two creatures: Put a Carnivore token into play. 
Treat this token as a 3/1 red creature, TE 
Torch Song Ench 22 
During your upkeep, you may put a verse counter on 
Torch Song. ‘2 @, Sacrifice Torch Song: Torch Song 
deals X damage to target creature or player, where X is 


the number of verse counters on Torch Song. US 
Viashino Outrider Su Viashino 4/3 22@ 
Echo. US 
Viashino Runner Su Viashino 3/2 3@ 


Viashino Runner cannot be blocked by only one creature. US 
Viashino SandswimmerSu Viashino3/2 2a 
@: Flip a coin. If you win the flip, return Viashino 
Sandswimmer to owner's hand. Otherwise, sacrifice 
Viashino Sandswimmer, 

Viashino Weaponsmithsu Viashino2/2 3@ 
Whenever a creature blocks it, Viashino Weaponsmith 


gets +2/+2 until end of turn. US 
Vug Lizard Sulizard 3/4 tee 
Echo, mountainwalk. US 
Wall of Diffusion  SuWall 0/5 be 
Wall of Diffusion can block creatures with shadow, TE 
Wall of Fire Su Wall 0/5 tee 
(@: Wall of Fire gets +1/+0 until end of turn. 5E 


Wall of Razors Su Wall 4/1 re 
First strike, SH 
Wall of Stone SuWall 0/8 tee 

5E 
Wild Wurm Su Wurm 5/4 2@ 


When Wild Wurm comes into play, flip a coin. If you 


lose the flip, return Wild Wurm to owner’s hand. TE 


Wildfire Sore 4e2 
Each player sacrifices four lands, then Wildfire deals 4 
damage to each creature. US 
Winds of Change Sore 


e 
Each player shuffles his or her hand into his or her library, 
then draws a new hand of as many cards as he or she 
had before. *Each player draws the same number of 
cards as he or she shuffled into his or her own library. 
This is typically the number of cards that player held 
when resolution began, but not necessarily, 5E 


Word of Blastin Inst 1e@ 


Destroy target Wall. That wall cannot regenerate this 
turn. Word of Blasting deals to that Wall's controller an 
amount of damage equal to the Wall's total casting 
cost. 


Flying, protection from red. 5E 
Absolute Grace Ench le 
All creatures gain protection from black. US 
Absolute Law Ench te 
All creatures gain protection from red. US 
Advance Scout Su Soldier 1/1 De 


First strike. #: Target creature gains first strike until 
end of turn. TE 
Avon LegionsalreSu Legionnaire 8/4 6a 
Except for Legionnaires and artifact creatures, creatures 
you control cannot attack. 5E 
Alabaster Potion Inst ee 
Target player gains X life, or prevent X damage to any 
creature or player. 5 


Alay Inst Le 
Buyback 3°. Destroy target enchantment. EX 
Angelle Blessing Sorc 2% 


Target creature gets +3/+3 and gains flying until end 
of turn. E 

Angelic Chorus Ench 3K 
Whenever a creature comes into play under your control, 
gain life equal to that creature’s toughness. S 
Angelic Paye Su Spirit 1/1 1% 
Flying. @: Target attacking or blocking creature gets 

+1/+1 until end of turn. US 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Angelic Protectar Su Angel 2/2 Ge 
Flying. If Angelic Protector is the target of a spell or 
ability, it gets +0/+3 until end of turn, TE 
Aagry Wiel Su Mob2+*/2+* 2 dea 
Trample. During your turn, Angry Mob has power and 
toughness each equal to 2 plus the number of swamps 
all opponents control. During other turns, Angry Mob has 


power and toughness each equal to 2. 5E 
Animate Wall EC * 
Play only on a Wall. Enchanted creature can attack as 

though it were not a Wall. 5E 
Anoint Inst * 


Buyback 3. Prevent up to 3 damage to any creature, TE 
Arenson’s Aura Ench o% 
%*, Sacrifice an enchantment: Destroy target enchant- 
ment. 3 @/@: Counter target enchantment spell. Play 


this ability as an interrupt. 5E 
Armageddon Sore 3% 
Destroy all lands, 5E 
Annor of Faith EC * 


Enchanted creature gets +1/+1. 4: Enchanted crea- 
ture gets +0/+1 until end of turn. 

Armor Sliver Su Sliver 2/2 2% 
Each Sliver gains “2: This creature gets +0/-++1 until 
end of turn.’ 


Armored Pegasus Su Pegasus 1/2 1 
Flying. TE 
Auratog SuAtog 1/2 1* 


Sacrifice an enchantment: Auratog gets +2/+2 until 


PLAYTEST VARIANT 


Though Persecute can now be used to head non 


Calastrophe Sore 4% 
Destroy all lands or all creatures. Creatures destroyed 
this way cannot regenerate this turn. 

Change of Heart Inst * 
Buyback 3. Target creature cannot attack this turn. SH 
Charging Paladin Su Knight 2/2 2% 
If Charging Paladin attacks, it gets +0/+3 until end of 
turn. EX 


Clear Inst ed 
Destroy target enchantment. Cycling 2. US 
Clergy en-Vec Su Cleric 1/1 Loe 
: Prevent 1 damage to any creature or player, TE 
Cloutchaser Eagle SuBird 22 
Flying. When Cloudchaser Eagle comes into play, 
destroy target enchantment. 

Congregate Inst 3 
Target player gains 2 life for each creature in play. US 
Contemplation Ench 1a 
Whenever you successfully cast a spell, gain 1 life, SH 
Convalescence Ench be 


During your upkeep, if you have 10 or less life, gain 1 
life. EX 


Conviction EC 1k 
Enchanted creature gets +1/+3, a: Return Conviction 
to owner's hand. SH 
CoP: Artifacts Ench 1% 


2; Prevent all damage to you from an artifact source. 


cards off at the pass when playing straight black, 


(which became Withering Boon) was an early a 
give black a limited counterspell, At a 

and an amount of life equal to that spell’s ¢ 
Dauthi countered a sorcery or instant. Will we e 
black counterspell? Don't hold your breath, 


end of turn, 

Avenging Angel Su Angel 3/3 Sita 
Flying. If Avenging Angel is put into any graveyard from 
play, you may put Avenging Angel on top of owner’s 


library. TE 
‘ysen HureaueretsSu Bureaucrats 1/1 1 
® Tap target creature with power 2 or less, 5E 


Bandage Inst * 
Prevent 1 damage to any creature or player. Draw a 
card. SH 


Benalish Here SuHero 1/1 * 
Banding. 5E 
Hlessed Wine Inst 1* 
Gain 1 life. Draw a card at the beginning of the next 
turn. 5E 
inking Split Su Blinking Spirit 2/2 3% 
©; Return Blinking Spirit to owner's hand. 5E 
Hralnwash EC 

Enchanted creature cannot attack this turn unless its 
controller pays an additional 3°, 5E 
Brillant Hale EC be 


Enchanted creature gets +1/+2. When Brilliant Halo is 
put into a graveyard from play, return Brilliant Halo to 
owner's hand. U 


Calming Licid Su Licid 2/2 20 
#®, &: Calming Licid loses this ability and becomes a 
creature enchantment that reads “Enchanted creature 
cannot attack” instead of a creature. Move Calming 

Licid onto target creature. You may pay 2% to end this 


effect. *See Transmogrifying Licid for related rulings. 
SH 
Caribou Range EL 270% 


Play only on a land you control, 2%, Tap enchanted 
land: Put a Caribou token into play. Treat this token as a 
0/1 white creature. Sacrifice a Caribou token: Gain 1 


life, 5E 
Castle Ench ax 
Each untapped creature you control gets +0/+2 unless 
it is attacking. 5E 
Cataclysm Sore 23k 


Each player chooses from the permanents he or she 
controls an artifact, a creature, an enchantment, and a 
land and sacrifices the rest. EX 


ST - Stronghold 


EX - Exodus US - Urza's Saga 


(Treat further damage from that source normally.) ° Spells 
and abilities that prevent or redirect damage can be played 
only if appropriate damage is being dealt, therefore only 
during damage prevention. */f new damage is assigned 
during a damage-prevention step, it's folded into the exist- 
ing damage-prevention step rather than starting a step of 
its own, So if a source assigns damage more than once 
during damage prevention (typically from a triggered abili- 
ly such as Manabarbs's), one use of a Circle will prevent 
all of it 5E 
GoP: Black Ench 1x 
1; Prevent all damage to you from a black source, 
(Treat further damage from that source normally.) ° See 
CoP: Artifacts for related rulings. 5E,TE 
CoP: Blue Ench 1* 
1; Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) °See 


CoP: Artifacts for related rulings, 5E,TE 
CoP: Green Ench px 
1: Prevent all damage to you from a green source. 


(Treat further damage from that source normally.) °See 


CoP; Artifacts for related rulings. SE, TE: 
CoP: Red Ench 1x 
1: Prevent all damage to you from a red source, 


(Treat further damage from that source normally.) °See 
CoP: Artifacts for related rulings. 5E,TE 
CoP, Shadow Ench 1% 
1): Prevent all damage to you from a creature with 
shadow. (Treat further damage from that source nor- 


mally.) °See CoP: Artifacts for related rulings, TE 
CoP: White Ench be 
1; Prevent all damage to you from a white source. 


(Treat further damage from that source normally.) °See 


CoP: Artifacts for related rulings. 5E,TE 
Crusade Ench * 
All white creatures get +1/+1. 5E 
WAvenant Archer Su Archer 1/2 am 


>: D’Avenant Archer deals 1 damage to target attack- 
ing or blocking creature, 5E 
Death Sneakers Su Speakers 
Protection from black, 


Ww * 


5E 


Death Ward Inst * 
Regenerate target creature. 5E 
Defensive Formation Ench * 


Instead of the attacking player, you choose how crea- 


tures attacking you deal combat damage. US 
Disciple of Grace SuCleric 1/2 bae 
Protection from black. Cycling 2. US 
Disciple af Law — SuCleric 1/2 1 
Protection from red. Cycling 2. US 
Disenchant Inst 1* 
Destroy target artifact or enchantment. 5E,TE,US 
Divine Offering Inst be 


Destroy target artifact. Gain an amount of life equal to 
that artifact’s total casting cost. *Montargeted parts of 
an effect only care whether the targeted parts fizzle, 
not whether they actually accomplish anything. So you 
gain the life even if the target artifact is a creature and 
regenerates, for example. 5E 


Divine Transformation EC 27 
Enchanted creature gets +3/+3, 5E 
Dust to Dust Sore 1 eae 
Remove two target artifacts from the game. 5E 
Elite Archers Su Soldiers 3/3 5% 


>: Elite Archers deals 3 damage to target attacking or 
blocking creature, US 
Ellie Javelineer Su Soldier 2/2 2% 
If Elite Javelineer blocks, it deals 1 damage to target 

attacking creature. TE 


Exalted DrayonSu Dragon 5/5 eae 
Flying. Each turn, Exalted Dragon cannot attack 

unless you sacrifice a land, EX 
Eye for an Eye Inst a 


Play only when a creature, spell, or effect assigns 
damage to you. Eye for an Eye deals an equal 
amount of damage to that source's controller. *Eye 
for an Eye is played at the beginning of damage pre- 
vention. The resulting damage is therefore included 
in the same damage-prevention step that includes 
the original damage that allowed this spell to be 
played. This isn't a targeted spell. Eye for an Eye 
deals damage based on the amount of damage the 
creature, spell, or effect assigned to you. Note that 
preventing the damage with automatic effects such as 
protection doesn't reduce the damage dealt by Eye for 
an Eye. 5E 
Faith Healer SuCleric 1/1 be 
Sacrifice an enchantment: Gain life equal to the sacri- 
ficed enchantment's total casting cost. 

Field of Souls Ench 2 
Whenever a nontoken creature is put into your grave- 
yard from play, put an Essence token into play. Treat 
this token as a 1/1 white creature with flying. 
Flickering Wart EC 

When you play Flickering Ward, choose a color. 
Enchanted creature gains protection from the chosen 
color, #¥%: Return Flickering Ward to owner’s hand. TE 
Gallantry Inst 1 
Target blocking creature gets +4/+4 until end of turn. 
Draw a card, T 
Gerrard’s Hattle Gry — Ench 

‘2%: All creatures you control get +1/+1 until end of 
turn. 


TE 
* 


Glorious Anthem Ench Lake 
All creatures you control get +1/+1. US 
Greater Realm of Preservation Ench 1% 


1: Prevent all damage to you from a black or red 
source. (Treat further damage from that source normal- 


ly.) *See CoP: Artifacts for related rulings. 5E 
Hanna’s Custody Ench 2% 
Artifacts cannot be the target of spells or abilities, TE 
Heal Inst * 
Prevent 1 damage to any creature or player. Draw a 
card at the beginning of the next turn. 

Healing Salve Inst * 


Choose one —Target player gains 3 life; or prevent up 
to 3 damage to a creature or player. *Healing Salve is 
a modal spell, with each mode being legal at different 
times, Outside of damage prevention, Healing Salve is 
legal to play only to have a player gain life. During 
damage prevention, it's legal to play only to prevent 
damage. 5EUS 
Heraid ei Serva SuAngel 3/4 = 23k 
Flying, echo. Attacking does not cause Herald of Serra 
to tap. U 
Hero's Resolve 

Enchanted creature gets +1/+5. 


EC Le 


TE 


Title 


Hidden Retreat Ench 
Choose a card in your hand and put it on top of your 
library: Prevent all damage from an instant or sorcery.SH 


High Ground Ench 
Each creature you control may block one additional 
creature. 


Hipparion Su Hipparion 1/3 Pe 
Hipparion cannot be assigned to block any creature with 
power 3 or greater unless you pay an additional 1.  5E 


Holy Strength EC * 
Enchanted creature gets +1/+2. 5E 


Honor Guard Su Soldier = 1/1 * 
a: Honor Guard gets +0/+1 until end of tun. = SH 


Hemble Inst 1* 
Each creature loses all abilities and is a 0/1 creature 
until end of turn. *Humble only removes abilities, not 
descriptive text, such as “walls cannot attack.” 
*Enchantments that just modify power and/or tough- 
ness or say “enchanted creature gains” don’t have any 
further effect. The effects of other enchantments, such 
as Pacifism and Wanderlust, are still applied. ¢Spells 
and abilities played after Humble will adjust the crea- 
ture’s 0/1 power and toughness and allow it to gain 
abilities. However, counters that alter power and 
toughness have no effect. 


Humility Ench 2 
Each creature loses all abilities and is a 1/1 creature. 
See Humble for related rulings. elf a creature has a 
“comes into play” ability, it occurs before the continu- 
ous effect of Humility removes that ability. eWhen cal- 
culating the power and toughness of creatures when 
both Humility and a card such as Nature's Revolt or 
Crusade are in play, apply the effects in the order the 
cards were played. Built-in abilities of a creature and 
any counters on the creature are applied first. Then, 
apply all external effects in the order they entered 
play. This results in counters and abilities such as 
Skyshroud Elite's having no effect whatsoever on the 
creature's final power and toughness. Tl 


Type P/T 


2% 


leatian Phalanx Su Soldiers 2/4 4% 
Banding. 5E 
lcatian Scout Su Soldier 1/1 * 


1), : Target creature gains first strike until end of 
turn. 5E 


Icatian Town Sore 5% 
Put four Citizen tokens into play. Treat these tokens as 
1/1 white creatures, 5 


Intrepid Hero Su Soldier 1/1 2% 
: Destroy target creature with power 4 or greater. 
US 


invulnerability - Inst 

Buyback 3. Prevent all damage to you from ane 
source. (Treat further damage from that source normal- 
Y) TE 
Island Sanctuary Ench 1% 
Skip drawing a card: Until the beginning of your next turn, 
only creatures with flying or islandwalk can attack you. 
Use this ability only during your draw phase and only 
once each turn. */f you draw more than one card during 
the draw phase, you can delay using the Sanctuary as 
long as you want, to draw as many cards as possible 
before having to decide whether to play its ability. «Once 
you've skipped a draw to pay for this ability, the effect 
will last for the stated duration, even if the Sanctuary is 
removed later. 5E 
\vory Guardians Su Guardians 3/3 4ka 
Protection from red. As long as any opponent controls 
any red cards in play, all Guardians get +1/+1. 5E 
dustice Ench 2 
During your upkeep, pay #4 or sacrifice Justice. 
Whenever any red creature or spell assigns damage, 
Justice deals an equal amount of damage to that crea- 
ture’s or spell’s controller. * This ability triggers when 
damage is assigned, not when it's successfully dealt. 
Preventing some or all of the damage that's assigned 
doesn't affect the damage dealt by Justice. The damage 
dealt by Justice is handled during the same damage pre- 
vention step as the damage that triggered it. 5E 
Karma Ench 239% 
During each player's upkeep, Karma deals to that player 
an amount of damage equal to the number of swamps 
he or she controls. 5E 
Keeper of the Light Su Wizard 1/2 ee 
*, &: Gain 3 life. Play this ability only if you have less 
life than target opponent. EX 
Kismet Ench 

Artifacts, creatures, and lands target player controls 
come into play tapped. *Kismet affects all artifacts, crea- 
tures, and lands that its target puts into play, regardless 


1* 


3% 


Cost : 


CLE PLAYER’S GUIDE 


Title Type P/T Cost 
of how they are put into play. They will enter play tapped 
even if an effect another player controls puts them into 
play. For example, this will apply to a land played via 
Untamed Wilds, or a creature put into play via Animate 
Dead. * These permanents simply enter play tapped; they 
don't enter play untapped and then become tapped. 
Thus, abilities that trigger when something becomes 
tapped aren't triggered. «When something phases in, all 
abilities that modify how it comes into play are ignored, 
along with those that trigger because it comes into play. 
Thus, Kismet doesn’t cause permanents to phase in 
tapped. 5E 


Geldoran Royal Guard Su Soldiers 2/5 Sakae 
: Redirect from you to Kjeldoran Royal Guard all 
combat damage dealt by unblocked creatures this turn. 
© This ability redirects only combat damage dealt by 
unblocked attacking creatures. It won't, for example, 
redirect damage dealt by abilities that happen to be 
used during combat. *Kjeldoran Royal Guard redirects 
all such damage that's being dealt to you or that’s dealt 
to you later in the turn. Damage that was already dealt 
to you isn’t redirected. Remember that damage can be 
redirected to something only if it's in play when the 
redirection effect resolves. 5E 
\Geldoran Skycaptain Su Soldier 2/2 4% 
Banding, flying, first strike. 5E 
Knight of Dawn © Su Knight 2/2 dae 
First strike. 3: Knight of Dawn gains protection 
from the color of your choice until end of turn. iE 
Kor Chant Inst 2% 
Redirect to target creature all damage dealt to any one 
creature you control from any one source. EX 
Lancers en-Kor Su Soldiers 3/3 Gata 
Trample. ©: Redirect 1 damage from Lancers en-Kor to 


a creature you control. SH 
Light of Day Ench 3% 
Black creatures cannot attack or block. TE 


Limited Resources — Ench 

When Limited Resources comes into play, each player 
chooses five lands he or she controls and sacrifices the 
rest. As long as there are ten or more lands in play, 
players cannot play lands. 

Marble Titan Su Giant 3/3 3% 
Creatures with power 3 or greater do not untap during 
their controllers’ untap phases. TE 
Master Becoy Su Soldier 
#, : Tap target creature. 

Mesa Falcon Su Falcon 1/1 


1* 
Flying. 1-4: Mesa Falcon gets +0/+1 until end of 
turn, 5E 


V2 1* 


TE 


Mesa Pegasus  SuPegasus 1/1 1* 
Banding, flying. 5E 
Monk Idealist Su Cleric 2/2 2a 


When Monk Idealist comes into play, return target 
enchantment card from your graveyard to your hand. 
US 


Monk Realist Su Cleric 1/1 1* 
When Monk Realist comes into play, destroy target 
enchantment. US 


Mounted Archers Su Soldiers 2/3 3% 
Mounted Archers can block creatures with flying, 2: 
Mounted Archers can block an additional creature this 
turn. (All blocking assignments must still be legal) TE 


Nemats ever Su Soldiers 1/1 * 
0: Redirect 1 damage from Nomads en-Kor to a crea- 
ture you control. § 


Gath of Lieges Ench 

During each player's upkeep, if that player controls 
fewer lands than target opponent, the player may 
search his or her library for a basic land card and put 
that land into play. The player shuffles his or her library 
afterwards. EX 


Opal Acrolith Ench 2% 
Whenever one of your opponents successfully casts a crea- 
ture spell, if Opal Acrolith is an enchantment, Opal Acrolith 
becomes a 2/4 creature that counts as a Guardian. 0: 
Opal Acrolith becomes an enchantment. US 


Opal Archangel Ench 4% 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Archangel is an enchantment, Opal 
Archangel becomes a 5/5 creature with flying that 
counts as an Angel. Attacking does not cause Opal 
Archangel to tap. US 
Oval Caryatid Ench * 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Caryatid is an enchantment, Opal 
Caryatid becomes a 2/2 creature that counts as a 
Soldier. US 


1* 


: Title 


AC - Artifact Creature 
Art - Artifact 


Type P/T 
Opal Gargoyle Ench 1* 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Gargoyle is an enchantment, Opal 
Gargoyle becomes a 2/2 creature with flying that 
counts as a Gargoyle. US 
Opai Titan Ench 23% 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Titan is an enchantment, Opal Titan 
becomes a 4/4 creature with protection from each of 
that spell’s colors and that counts as a Giant. US 
Oracle en-Yee = SuWizard 1/1 pe 
: Target opponent chooses any number of creatures 
he or she controls. During that player’s next turn, those 
creatures attack if able, and no other creatures can 
attack. At the end of that turn, destroy each of those 
creatures that did not attack. Use this ability only during 
your turn. TE 
Onder of the Sacred TorechiSu Paladin 2/2 dose 
, Pay 1 life: Counter target black spell, Play this 
ability as an interrupt. 5E 
Onder of the White Shieldsu Knights 2/1 eK 
Protection from black. #: Order of the White Shield 
gets first strike until end of turn, 2: Order of the 
White Shield gets +1/+0 until end of turn. 5E 
Grim, Samite HealerSu Legend 1/3 Tae 
Orim, Samite Healer counts as a Cleric. : Prevent up 
to 3 damage to any creature or player. 
Orim's Prayer Ench Dax 
If any creatures attack you, gain 1 life for each attack- 
ing creature. TE 
Pacifism EC 
Enchanted creature cannot attack or block, —- TE,US. 
Paladin en-Vec = SuKnight 2/2 dates 
First strike, protection from black, protection from red. EX 
Pariah EC a 
Redirect to enchanted creature all damage dealt to you. 
US 


1* 


Path of Peace Sore 3% 
Destroy target creature. That creature's owner gains 4 
life. U 


Peace of Mind Ench be 
+, Choose and discard a card: Gain 3 life. EX 
Pearied Unicorn Su Unicom 2/2 2% 

5E 
Pegasus Charger Su Pegasus 2/1 2% 
Flying, first strike. US 
Pegasus Refuge Ench 3% 


2, Choose and discard a card: Put a Pegasus token into 
play. Treat this token as a 1/1 white creature with flying. 
°See “Token” in the Rules Summary section. TE 


Pegasus Stampede — Sore be 
Buyback-Sacrifice a land. Put a Pegasus token into play. 
Treat this token as a 1/1 white creature with flying. EX 


Penance Ench 2% 
Choose a card from your hand and put that card on top 
of your library: Prevent all damage from a black or red 
source. EX 


Personal Incamation Su Avatar 6/6 3 aaa 
Personal Incarnation’s owner may redirect any amount 
of damage from it to himself or herself. If Personal 
Incarnation is put into any graveyard from play, its 
owner loses half his or her life, rounded up. * The 
destruction of a Personal Incarnation causes loss of life, 
which may not be prevented, redirected, and so on. A 
negative life total is considered to be 0 for all purposes 
except that of raising or lowering it, so if your life total 
is negative, it doesn't change. * This loss of life is a trig- 
gered ability that follows the normal rules. For example, 
it will interact normally with Creature Bond, so you can 
choose whether or not to take the Creature Bond dam- 
age before lasing life. If two Personal Incarnations 
owned and controlled by the same player die at the 
same time, the abilities are played one at a time, so the 


player won't necessarily drop to 0 life. 5E 
Pikemen Su Pikemen 1/1 1* 
Banding, first strike. 5E 
Planar Birth Sore 1* 


Put all basic lands from all graveyards into play under 
their owners’ control, tapped. US 
Presence of the Master Ench 3% 
Whenever a player plays an enchantment spell, counter 
it. Enchantments are only countered if they are cast. 
Enchantments may still be put into play by other 
means, such as Show and Tell and Academy 
Researchers. US 
Prismatic Ward EC be 
When you play Prismatic Ward, choose a color. All dam- 
age dealt to enchanted creature by sources of the cho- 


MS - Mana Source 
Su - Summon 


Cost’: 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
sen color is reduced to 0. * You may only choose one of 
the five Magic colors: white, blue, black, red, or green. 
“Colorless” does not count as a color word. 5E 
Pursuit af Knewledge Ench 3% 
Skip drawing a card: Put a study counter on Pursuit of 
Knowledge. Remove three study counters from Pursuit 
of Knowledge, Sacrifice Pursuit of Knowledge: Draw 

SH 


seven cards. 

Quickening Licid  Sulicid 11 
1%, &: Quickening Licid loses this ability and 
becomes a creature enchantment that reads 
“Enchanted creature gains first strike” instead of any 
other type of permanent. Move Quickening Licid onto 
target creature. You may pay #%* to end this effect. 


1 


*See Transmogrifying Licid for related rulings. TE 
Reaping the Rewards Inst * 
Buyback-Sacrifice a land. Gain 2 life. EX 
Reconnaissance Ench 


©: Remove target attacking creature you control from 
combat and untap it. EX 
Redeem Inst be 
Prevent all damage to one or two creatures. (Treat fur- 
ther damage normally.) US 
Remembrance Ench 3% 
Whenever a nontoken creature you control is put into a 
graveyard, you may search your library for a copy of 

that creature card. If you do, reveal the card, put it into 


your hand, and shuffle your library afterward, US 
Repentance Sore 2% 
Target creature deals to itself damage equal to its 
power. 

Repentant Blacksmithsu Smith 1/2 pe 
Protection from red. 5E 
Reverse Damage Inst Lae 


All damage dealt to you so far this turn from one 
source is retroactively added to your life total instead 
of subtracted. (Treat further damage from that source 
normally.) *Reverse Damage may be played either dur- 
ing the damage-prevention step when the damage is 
dealt or Jater in the turn. If you play it later in the 

turn, side effects of the damage, if any, aren't undone. 
*/f a single source dealt damage to you at different 
times over the turn, total the damage from that source 
so far this turn and reverse all of it. *Only unprevented 
damage is reversed, and reversing the damage pre- 
vents it. So playing more than one Reverse Damage 
isn’t useful unless more damage is dealt to you after 
the first effect resolves, Remember that mana burn is 
loss of life, not damage, so you can’t regain it with 
Reverse Damage. *Reverse Damage doesn’t cause you 
to gain life equal to twice the amount of damage dealt 
to you by that source so far this turn. Rather, the 
damage is considered to never have been assessed 
against your life total in the first place. You then gain 
life equal to the damage that would have been dealt. 
For example, if Reverse Damage is played while 
Forsaken Wastes is in play, your life total will be reset 
to what it “should” be, though you won't gain life in 
addition to that. 5E 


Righteousness Inst * 
Target blocking creature gets +7/+7 until end of tun. 5E 


Rolling Stones Ench 1* 
Walls can attack as though they were not Walls. SH 
RoP: Artifacts Ench De 


2%: Prevent all damage to you from an artifact source. 
(Treat further damage from that source normally.) 
Cycling 2. See CoP: Artifacts for related rulings, US 


RoP: Black Ench be 
3: Prevent all damage to you from a black source. 
(Treat further damage from that source normally.) 
Cycling 2. See CoP: Artifacts for related rulings. US 
RoP: Biue Ench Loe 
3%: Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 
RoP: Green Ench 1 
2%: Prevent all damage to you from a green source. 
(Treat further damage from that source normally.) 
Cycling 2. *See CoP: Artifacts for related rulings. US 
RoP: Lands Ench bs 
2: Prevent all damage to you from a land source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 
RoP: Red Ench De 
3: Prevent all damage to you from a red source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 
RoF: White Ench be 
2%: Prevent all damage to you from a white source. 


Sor - Sorcery 
SC - Summon Creature 


(Treat further damage from that source normally.) 
Cycling 2. See CoP: Artifacts for related rulings. US 
Sacred Boon Inst i* 
Prevent up to 3 damage to target creature. At end of 
turn, put a +0/+1 counter on that creature for each 1 
damage prevented in this way. 5E 
Sacred Ground Ench Ts 
Whenever an effect controlled by any opponent puts a 
land into your graveyard from play, put that land into 
play. SH 
Sacred Guide SuCleric 1/1 * 
1%, Sacrifice Sacred Guide: Reveal cards from the 
top of your library until you reveal a white card. Put 


that card into your hand. Remove all other revealed 
cards from the game. TE 
Safeguard Ench Se 
2%: Target creature deals no combat damage this 
turn. TE 
Samite Blessing EC * 


Enchanted creature gains. “<>: Prevent all damage to 
any creature from any one source?” 5 


Samite Healer Su Cleric 1/1 be 
®: Prevent 1 damage to any creature or player. © 5E 


Sanclum Custodian Su Cleric 1/2 2% 
&: Prevent up to 2 damage to a creature or player. US 


Sanctum Guardian Su Soldier 1/4 © Dake 
Sacrifice Sanctum Guardian: Prevent all damage to a 

creature or player from one source. (Treat further dam- 
age from that source normally.) US 


Scapegoat Inst 
Sacrifice a creature: Return any number of target crea- 
tures you control to owner's hand. SH 


Seasoned Marshal Su Soldier 2/2 eae 
Whenever Seasoned Marshal attacks, you may tap tar- 
get creature. US 


Seraph Su Angel 4/4 ox 
Flying. Whenever any creature Seraph damaged this 
turn is put into any graveyard, put that creature into 
play under your control at end of turn. Sacrifice the 
creature if you lose control of Seraph. °/f a creature 
damaged by Seraph leaves its owner's graveyard 
before the Seraph’s effect resolves, the effect will do 
nothing to it, even if the creature has returned to the 
graveyard. * Whether the creature is a creature card is 
unimportant. For example, if an Assembly Worker 
damaged by your Seraph is destroyed, the Seraph 
effect will put the Mishra’s Factory card into play 
under your control. ° The ability triggers when an 
appropriate creature is put into any graveyard, not 
when the Seraph damages a creature. Therefore, the 
player who controls the Seraph as the creature dies is 
the one who plays the ability at end of turn and who 
gets control of the creature at that time. This isn’t 
necessarily the player who controlled the Seraph when 
it damaged that creature. How the Seraph damaged 
the creature is unimportant. ° Triggered portions of an 
effect don't care what happens prior to the effect’s 
resolution. If you don’t control Seraph when the crea- 
ture is put into play, this won't cause the creature to 
be destroyed. 5E 
Serene Offering Inst 1 
Destroy target enchantment. Gain life equal to that 
enchantment’s total casting cost. 

Serra Avatar Su Avatar */* aes ae 
Serra Avatar has power and toughness each equal to 
your life total. When Serra Avatar is put into a grave- 
yard, shuffle Serra Avatar into owner's library. US 
Serra Bestiary EC Cd 
During your upkeep, pay 2 or sacrifice Serra Bestiary. 
Enchanted creature cannot attack, black, or play any abili- 
ty that includes © in its activation cost. 5E 
Serta Paladin Su Paladin 2/2 Qakeae 
: Prevent 1 damage to any creature or player. 

1 #4, ©: Attacking this turn does not cause target 


Creature to tap. 5E 
Serra Zéalet Su Soldier 1/1 * 
First strike. US 
Serra’s Embrace EC 2 


Enchanted creature gets +2/+2 and gains flying. 
Attacking does not cause enchanted creature to tap. US 
Serta’s Hyma Ench * 
During your upkeep, you may put a verse counter on 
Serra’s Hymn. Sacrifice Serra’s Hymn: Prevent up to X 
damage total to any number of creatures and/or play- 
ers, where X is the number of verse counters on Serra’s 
Hymn. US 
Serra’s Liturgy Ench Q% 
During your upkeep, you may put a verse counter on 
Serra’s Liturgy. %, Sacrifice Serra’s Liturgy: Destroy up 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


to X target artifacts and/or enchantments, where X is 
the number of verse counters on Serra’s Liturgy. US 
Shackles EC 2% 
Enchanted creature does not untap during its 
Controller $ untap phase. %: Return Shackles to 
owner hand. EX 
Shaman en-Kor SuCleric 1/2 1* 
0: Redirect 1 damage from Shaman enor to a crea- 
ture you control. 1 3%: Redirect to Shaman erKor all 
damage dealt to any one creature from any one source. 
SH 


Shield Bearer Su Soldier 0/3 1% 
Banding. 5E 
Shield Mate Su Soldier 1/1 ca 
Sacrifice Shield Mate: Target creature gets +0/+4 until 
end of turn. EX 
Shield Wall Inst 1* 


All creatures you control get +0/+2 until end of tum. 5E 
Shimmering Barrier Su Wall 1/3 p* 


First strike, cycling 2. US 
Silent Attendant © Su Cleric 0/2 2% 
®: Gain 1 life. US 


Skyshroud Falcon SuBird = 1/1 1* 
Flying. Attacking does not cause Skyshroud Falcon to 

tap. SH 
Smite Inst * 
Destroy target blocked creature. SH 
Soltari Champion Su Soldier 2/2 2% 
Shadow. If Soltari Champion attacks, all other creatures 
you control get +1/+1 until end of turn. SH 
Soltari Crusader Su Knight 2/1 2% 
Shadow. «1 #¥: Soltari Crusader gets +1/+0 until end 

of turn. TE 
Sellari Emissary Su Soldier 2/1 1* 
#: Soltari Emissary gains shadow until end of tum. TE 


Soltari Foot Soldier Su Soldier 1/1 * 
Shadow. TE 
Soltari Lancer Su Knight 2/2 2% 
Shadow. First strike when attacking. TE 
Soltari Monk Su Cleric 2/1 ** 
Protection from black, shadow. TE 
Soltari Priest Su Cleric 2/1 ** 
Protection from red, shadow. TE 


Solari reaper Su Soldier 1/1 1* 
Shadow. If Soltari Trooper attacks, it gets +1/+1 until 
end of turn. TE 
Soltari Visionary SuCleric 2/2 Daeae 
Shadow. If Soltari Visionary damages any player, destroy 
target enchantment that player controls. EX 
Songstitcher Su Cleric 1/1 * 
1-4: Target attacking creature with flying deals no 
combat damage this tum. US 
Soul Sculptor Su Townsfolk 1/1 2% 
1%, ©: Target creature becomes an enchantment 
and loses all abilities until a player successfully casts a 
creature spell. US 
Soul Warden Su Cleric 1/1 * 
Whenever any other creature comes into play, gain 1 
life. 
Spirit en-Kor Su Spirit 2/2 3% 
Flying. ©: Redirect 1 damage from Spirit en-Kor to a 
Creature you control. SH 
Spirit Link EC * 
For each 1 damage enchanted creature deals, gain 1 
life. * Gaining life is a function of Spirit Link, not an 
ability granted to the creature. If you have multiple 
Spirit Links on the same creature, each of them will 
give you life when that creature deals damage. You're 
the one who gains the life, even if you don’t control 
the creature. However, you can gain life only if Spirit 
Link is in play at the end of the appropriate damage 
prevention step. Protection from a color prevents all 
damage of the appropriate color, which will prevent 


life from being gained. 5E 
Spirit Mirrer Ench 29% 
During your upkeep, if there are no Reflection tokens in 


play, put a Reflection token into play. Treat this token as 
a 2/2 white creature. ©: Destroy target Reflection. TE 
Standing Troops Su Soldiers 1/4 2% 
Attacking does not cause Standing Troops to tap. EX 


Stauneh Delenders Su Soldiers 3/4 3 aex 
When Staunch Defenders comes into play, gain 4 life. TE 
Talen Sliver Su Sliver 1/1 1* 
All Slivers gain first strike. TE 
Temper Inst ene 


Prevent up to X damage to target creature. For each 1 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


damage prevented in this way, put a +1/+1 counter on 
that creature. SH 
Treasure Hunter Su Townsfolk 2/2 2% 
When Treasure Hunter comes into play, you may return 

target artifact card from your graveyard to your hand. EX 
Truce Inst 2% 
Each player may draw up to two cards. For each card 

less than two any player draws, that player gains 2 life. 


5E 
Tundra Welves Su Wolves 1/1 * 
First strike. 5E 
Venerable Monk  SuCleric 2/2 2% 


When Venerable Monk comes into play, gain 2 life. SH 


Voice of Grace Su Angel 2/2 3 
Flying, protection from black. US 
Voice of Law Su Angel 2/2 3% 
Flying, protection from red. US 
Wall ef Essence = Su Wall 0/4 Le 


For each 1 combat damage dealt to Wall of Essence, 
gain 1 life. 

Wail of Nets Su Wall O/7 Dae 
At end of combat, remove from the game all creatures 
blocked by Wall of Nets. If Wall of Nets leaves play, 
return to play under their owners’ control all creatures 


removed from the game with Wall of Nets. EX 
Wall of Swords Su Wall 3/5 3% 
Flying. 5E 
Warmth Ench 1* 


Whenever target opponent successfully casts a red 
spell, gain 2 life. 

Warrior Angel Su Angel 3/4 4% 
Flying. For each 1 damage Warrior Angel deals, gain 1 
life. $ 
Warrior en-Ker Su Knight 2/2 ee 
0: Redirect 1 damage from Warrior en-Kor to a crea- 
ture you control. SH 
Waylay Inst 2% 
Put three Knight tokens into play. Treat these tokens as 
2/2 white creatures, Remove them from the game at 
end of turn. US 
Welkin Hawk SuBird 1/1 1* 
Flying. If Welkin Hawk is put into any graveyard from 
play, you may search your library for a Welkin Hawk 
card, reveal that card to all players, and put it into your 
hand. Shuffle your library afterwards. EX 
White Kaight Su Knight 2/2 ** 
First strike, protection from black. 5E 
Winds of Rath Sore 3K 
Destroy all creatures with no enchantments on them. 
Those creatures cannot be regenerated this turn. TE 
Worship Ench a% 
Damage that would reduce your life to less than 1 
instead reduces it to 1 if you control a creature. 
Worship doesn’t prevent damage-it just changes 
what happens at the time damage would normally be 
subtracted from your life total. Abilities that trigger on 
damage (Abyssal Specter’s, Somnophore’s, and so on) 
are unaffected, because they will have already trig- 
gered when the damage was first dealt, before being 
applied to the player's life total. US 
Worthy Cause Inst * 
Buyback 2. Sacrifice a creature: Gain life equal to the 
sacrificed creature's toughness, TE 
Wrath of God Sore 2** 
Destroy all creatures. Those creatures cannot be regen- 
erated this turn. * This spell isn’t targeted and doesn't 
deal damage, so protection from white won't save a 


creature. 5E 
Youthful Knight Su Knight 2/1 be 
First strike. SH 
Zealots eval Su Soldiers 2/4 ae 


During your upkeep, if all nonland permanents you con- 
trol are white, gain 1 life. EX 
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The prices presented here are the result of a nationwide 
survey of retailers. All prices, high, median, and low, are 
.feal, The median is similar to an average price (also 
called the mean in high-falutin’ mathematical terms), The 
difference is that the median is an actual value that is 
located in the middle of an ordered list of all values, 
while the mean is the total of all values, divided by the 
number of values. The variations between high, median 
and low reflect the differences in regional supply and 
demand, The index shows the change in the median from 
last month's DPI, 


The high and low are best used to determine the price 
range for a given card, When purchasing cards, it’s very 
likely that the price will fall somewhere between the 
listed high and low, and is likely to be closer to the 
median than to high or low. 


When trading cards, its best to compare their median 
prices. The high and low often fluctuate depending on 
where you are in the country. For the most stable com- 
parison, the median is the way to go. 


Fresh out of the pack, cards are almost always in 
mint condition. Cards that are not straight out of a booster 
may still be in mint condition but typically are not, unless 
they've been protected somehow since opening, 


Upon first inspection, mint and near mint 
condition cards should seem identical. Near mint condi- 
tion cards are different only by the virtue of one or two 
barely detectable marks, All DP! prices are for mint/near 

~ mint condition cards, The distinction is so minor that one 
or two indiscernible marks do not devalue the card, 


Bearing one or two small but: noticeable 
marks, which can include small scratches, whitened cor- 
ners, and minor scuff marks, Very fine condition cards 
are worth about 70-90 percent of a mint/near mint ver- 
sion of the same card. 


Cards that have many minor defects—whitened 


corners, scratches, and scuff marks—but no major 
marks, such as creases, folds, or extensive scuff marks, 
Fine condition cards are worth about 60-80 percent of a 
mint/near mint version of the same card. 


Similar to a card in fine condition, but with more 
pronounced defects, or one or two major marks, Good 
condition cards are worth about 30-70 percent of a 
mint/near mint version of the same card, 


Heavily played, creased, or folded cards are con- 
sidered to be in poor condition. Generally, poor condition 
cards that are not in limited supply have little or no value, 
Poor condition cards that are difficult to find in mint/near 
mint condition are worth about 10-50 percent of a 
mint/near mint version of the same card. 


<ashv@concentric.net> 
is a freelance writer and 
a small-time Magic 
dealer. It doesn't pay 
that much, but its a 
great sport. 
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CentTRAL 

% Cosmic Comics - Helena 
109 E. 6th Ave. 
Helena, MT 59601 
Contact: Peggy Bahls 
cosmic @centric.net 

« Dragon’s Den 
3801 W. 34th St, Suite 115 
Sioux Falls, $0 57106 
Contact: Larry Kohlman 
Phone: (605) 361-4343 
dragons_den@ideasign.com 
The Splash Page - Missoula 
1900 Brook St 
Missoula, MT 59801 
Contact: Scott Phelps 


257 S. Water St. 

Kent, OH 44240 

Contact: Paul Burdick 
Phone: (330) 673-2230 
zuranguy @aol.com 

All Star Comics & Cards 
1151 Quentin Rd. 
Lebanon, PA 17042 
Contact: Kevin Furhman 
Phone: (717) 228-1855 
Game Trader 

428 Portage Trail 
Cuyahoga Falls, OH 44221 
Contact: Lee McLain 
Phone: (330) 922-4263 
gtrader @raex.com 


Crown Point, IN 46307 
Contact: Tim Malott 
Phone: (219) 663-7537 
save @big-league.com 
Dragon Fire Comics 
1800 N.W. 86th St 
Clive, 1A 50325 
Contact: Doug & Jeff 
Phone: (515) 270-5371 
« Heroes Comics 
4562 Chloe 
Pikeville, KY 41501 
Contact: Ben Crisman 
Phone: (606) 432-4376 


NORTHEAST 
% The Brass Dragon 


Neutral Ground - New York 
122 W. 26th St, 4th Floor 
New York, NY 10001 

Contact: Brian David-Marshall 
Phone: (212) 633-1288 
info@nground.com 

Rah Coco’s 

1063 Chalkstone Ave, 
Providence, RI 02908 
Contact: Regan Hurst 

Phone: (401) 861-3221 

The Game Zone 

903 Central Ave. #8 

Dover, NH 03820 

Contact: Mark Hutchinson 
Phone; (603) 749-2242 


Contact; Randolph Grizzle 
Phone: (405) 275-9494 
ragrizzle@ aol.com 

« BCS Books & Comics 
701 Inwood Or. 
Bryan, TX 77802 
Phone: (409) 846-7412 


SoOuTHEeEAST 

% Blackthorn 
1430 Highway 70E 
Dickson, TN 37055 
Contact: Mark Amoroso 
Phone: (615) 446-6057 
blkthrnd @aol.com 

© Quter Limit Comics 

100 N. Houston Lake Blvd, 


Phone: (406) 543-9944 Centerville, GA 31028 


NWhowest 


phelps @bigsky.net 
Blackhills Magic 
914 Main St. 
Rapid City, SO 57701 
Contact: Jack Korsen 
Phone: (605) 355-0261 
jkorsen@rapidnet.com 
Level 12 
114 W. 2nd St 
Casper, WY 82601 
Contact: Mark Bull 
Phone: (307) 266-5303 
splort@coffey.com 

« Imagination Unlimited 
1000 N Sth St 
Grand Junction, CO 81501 
Contact: Verna Feuerborn 
Phone: (970) 243-2963 


Nho-FATLANTIC 

% Comic Shop Plus 
235 $, 21st St. 
Newark, OH 43055 
Contact: Michael Orben 
Phone: (740) 344-5471 
mikeo@infinet.com 
Guardian Comics 
114 Smallwood Village 
Waldorf, MD 20602 
Contact: Paul Ragsdale 
Phone: (301) 638-0898 
pragsdal@olg.com 
Richmond Comix 
8517 Midlothian Turnpike 
Richmond, VA 23235 
Contact: Frank Miller 
Phone: (804) 330-3460 
richmix@cyberwks.net 

%* Comicquest 
1328 Chestnut St. 
Emmaus, PA 18049 
Contact: Tom Barnes 
Phone: (610) 966-0199 
ti@enter.net 

« Total Access Games 

7217 Stonewall Parkway 
Mechanicsville, VA 23411 
Contact: John Bowles 
Phone: (804) 559-1124 
total-access@mindspring.com 

%* Spellbinders 


% In Your Face Comics 


2350 E. Stop 11 Rd. 
Indianapolis, IN 46227 
Contact: Alex Heminger 
Phone: (317) 888-9961 
angelal @iquestnet 


: Chimera Hobby Shop-l! 


425 W. College Ave. 
Appleton, WI 54911 
Contact: Bob Moses 
Phone: (920) 735-1201 
chimera @iosys.net 


« Downtown Comics 


111 N. Pennsylvania St. 
Indianapolis, IN 46204 
Contact: Kevin Dolen 
Phone: (317) 237-0398 
dtc@indy.net 


« Galaxy Cards & Comics 


2707 Aurora Ave, 
Naperville, IL 60540 
Contact: Dan Priefer 
Phone: (630) 78-1144 
galaxycom! @aol.com 
The Tenth Planet 
200 W. Lincoln Hwy. 
Schereville, IN 46375 
Contact: Matt Johnson 
Phone: (219) 322-2802 
merlin@netnitco,net 


« Sibley Lumber Centers 


25212 Harper Ave. 

St. Clair Shores, MI 48081 
Contact: Howard Dawson 
Phone: (810) 772-2020 
phdt 1 @juno.com 


: Outer Limits/White Cap Comics 


1120 Burton SW. 
Wyoming, MI 49509 
Contact: Dan Collins 
Phone: (616) 452-1348 
rex2man@aol.com 


%* $ & S Collectibles 


3506 §. 22nd St. 

St. Joseph, MO 64503 

Contact: Sam Bradford 

Phone: (816) 233-4413 
sandscomputing@sandscomputing.com 


Big League Baseball Cards Supply 


527 N. Sheridan St. 


272 Main St. 

Torrington, CT 06790 
Contact: Brian Muhlbaier 
Phone: (860) 489-5262 
brassdragon@snet.net 
Saratoga Sci-Fi 
Wilton Mall 

Saratoga Springs, NY 12866 
Contact: Doug Chang 
Phone: (518) 584-2699 
doug @scifizone.com 


« Dragon's Lair 


1144 New Brittain Ave, 

West Hartford, CT 06110 
Contact: Vince Seese 

Phone: (860) 231-1915 
drgnlair@aol.com 

Jam’s Comic Connection 
435 King St. 

Littleton, MA 01460 

Contact: Joan Sekelsky 

Phone: (978) 486-1099 
jamscomics@aol.com 

New Hampshire Magic Outpost 
761 Candia Rd, 

Chester, NH 03036 

Contact: Raymond Anderson 
Phone: (603) 483-2276 
maroken@aol.com 

The Grid 

687 Main St 

Manchester, CT 06040 
Contact: Karl Dignam 

Phone: (860) 645-9006 
the_grid@yahoo.com 
Wayne’s Cards & Comics 
741 Putnam Pike 

Greenville, Rl 02828 

Contact: Wayne Martin 

Phone: (401) 949-0022 
wmartin?11@aol.com 


« Heavenly Collectibles 


883 72nd St. 

Brooklyn, NY 11228 

Contact: Reynaldo Torres 

Phone: (718) 921-0450 

Lenox Sportscards & Gaming 
55 Pittsfield Rd, 

Lenox, MA 01240 

Contact: Bill Mitkoff 

Phone: (413) 637-3243 


NorRTHWest 

% Games Plus 
17612 140th Ave, NE. 
Woodinville, WA 98072 
Contact: Donald Forbis 
Phone: (425) 485-7295 
gamespls@isomedia.com 
Somerville Entertainment 
8008 W. Scardale 
Boise, 10 83704 
Contact: Ken Somerville 
Phone: (208) 368-5277 
somerent@ micron.net 
Emerald City Comics 
770 E, 13th 
Eugene, OR 97401 
Contact: Stuart Bracken 
Phone: (541) 345-2568 


Gambit Games - Former Location 


1037 Northwest Brooks St. 
Bend, OR 97701 

Contact; Brad Irwin 

Phone: (541) 330-8196 


SoutH 

Evolution Comix 
912 Adams 
Alamagordo, NM 88310 
Contact: John Thomas 
Phone: (505) 434-9350 
evocom@wazoo.com 
Grand Slam Sports & Comics 
3436 Williams Rd, 
Fort Worth, TX 76116 
Contact: Jim Morgan 
Phone: (817) 244-7311 
grandsla@onramp.net 
Ivory & Steel 
1585 Cimarron Plaza 
Stillwater, OK 74075 
Contact: Jason Lewis 
Phone: (405) 372-3905 
ivorystl@ionet.net 
Pegasus Loft 
3808A Kemp Blvd. 
Wichita Falls, TX 76308 
Contact: Shelton Fugate 
Phone: (940) 692-7571 
pegloft@wi.quik.com 

« Bibliotech Books and Comics 

123 E. Main 
Shawnee, OK 74801 


Contact: David Davenport 
Phone: (912) 953-7867 
ded127 @aol.com 
Games Galore - Raleigh 
6570 Glenwood Ave. 
Raleigh, NC 27612 
Contact: Chris Killmeyer 
Phone: (919) 781-4263 
gamesgalore@compuserve.com 
« Bunjee’s Books and Comics 
1414 Highway 16 W. 
Griffin, GA 30223 
Contact: Bill Phillips 
Phone: (70) 412-6723 
smivwins @aol.com 
Games & Things 
1575-C Fort Campbell Blvd, 
Clarksville, TN 37042 
Contact: Kenneth Hawkins 
Phone: (931) 553-0381 


West 

% All Star Baseball 
912 §. Robertson Blvd, 
Los Angeles, CA 90035 
Contact: Richard Lo Scalzo 
Phone: (310) 652-2904 
allstarcards @ earthlin.net 
Arizona Collector's Paradise 
1649 N. 74th St. 
Scottsdale, AZ 85257 
Contact: George Velez 
Phone: (602) 970-6744 
azpar@aol.com 

« Court Jesters 
1117 E Main St, #102 
Alhambra, CA 91801 
Contact: Frank Burr 
Phone; (626) 284-2607 
frank@courtjesters.com 
< North Coast Role Playing 

609 E St. 
Eureka, CA 95501 
Contact: Barry Osser 
Phone: (707) 444-2288 
oss{nerp@mail.northcoast.com 
Thunder & Lightning Cards 
111 6 Cedar St. #201 
Burbank, CA 91502 
Contact: Art Soghomonian 
Phone: (213) 341-6600 
tlgaming@aol.com 


THE MORE, 
THE MERRIER 


The DPI is open to any retailer 
who'd like to be a member. 

If you're a store owner who'd 
like to participate, 

call (425) 254-2212 or email 
<superskrull@wizards.com>. 


Complete Set. 
Booster Displa 
Booster Pack.. 


Air Elemental... 
Ancestral Recal 
Animate Artifac 
Animate Dead.. 
Animate Wall.... 
Ankh of Mishra. 
Armageddon 
Aspect of Wolf. 


Balance... 
Basalt Monolith 


Birds of Paradise . 


Black Knight... 
Black Lotus. 
lack Vist 
lack Ward... 


raingeyser.. 
Burrowing 
Camouflage.. 
Castle 


hannel... 
| Chaos Orb 
| Chaoslace 


Clockwork Beast 


HOME ass 
ockatrice.... 
Consecrate Lan 


‘ontrol Magic 
Conversion... 


Counterspell.. 
Crusade..., 


Darkpact.. 
Deathgrip.. 
eathlace 


Dingus Egg... 
Disenchant.... 
isintegrat 


Earthquake..... 
Elvish Archers 
Evil Presence 


Gaea’s Liege... 


soo aaa 


Sim 
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elestial Prism . 
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Conservator...... 
‘ontract from Below.. 


Ss 


= 
Ss 
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lemonic Attorney... 


isrupting Scepter. 
ragon Whelp..... 
Drain Power...... 
Dwarven Demo. Team. 
Earth Elemental 
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auntlet of Migh 


Gloom... 

$ Goblin King 
¢ Green Ward 
ive, The...... 
lowling Min 


: Hurricane 


ce Storm... 


Ivory Cup... 
Jade Monolit 


Juggernaut. 
Karma... 
Keldon Warlord 
Kormus Bell 
Kudzu 
ance 


i Library of Leng 
3 Lich... 
ifeforce 


100 ; 


£ Mox Emerald 
$ Mox Jet... 
£ Mox Pearl 
$ Mox Ruby 


i Mox Sapphire... 
£ Natural Selectio 
Nether Shadow. 


0.05 Netting Imp. 
i Nevinyrral's 
} Nightmare...... 
£ Northern Paladi 
0.50 $ Obsianus Go 
£ Orcish Artile 


£ Orcish Oriflamm 
} Personal Incarnatio 
? Phantasmal Forces 
0.25 : Phantom Monster.. 


t Pirate Ship 
; Plateau. 
i Power Surge.. 
} Psionic Blast. 
} Purelace... 
‘aging River.. 
2 Red Ward 
Regrowth. 
0.33 $ Resurrection. 


£ Savannah Lions. 
Scavenging Gho 


= Sorubland. 
: Sedge Troll 


Glasses of Urza... 


: Goblin Balloon Brigade... 


£ Granite Gargoyle. 


lelm of Chatzuk. 


lypnotic Specter... 


isk 


: Reverse Damage 
+ Righteousness... 


: 3 300 200 150 2 
} Serra Angel ; 3 ¢ Will-o'-the-Wisp. 20.00 1500 6.00 3 
 Shivan Dragon 50.00 40.00 1500 4 } Winter Orb 20.00 1500 300 3 
i Simulacrum 3 2 200 2 ; Wooden Spher 300 200 200 2 
} Sinkhole 16.00 13.30 10.00 2 { Word of Comman 75.00 55.00 2500 3 
$ Siren’s Call. 3.00 2 2.00 2 { Wrath of God 40.00 25.00 600 4 
10.00 900 300 2 {Zombie Mastel 10.00 1000 500 2 
10, 8 2.00 2 H 
18.00 10.00 200 2 
3.00; 2! 2.00 2 
: 12) 9.50 3.00) 3 
} Steal Artifact 400 200 200 2 } Complete Set. 5 
j Stone Giant 3 200 150 2 H Booster Displa 3800 3,000 2500 5 
} Sunglasses of Urza... 10.20 800 300 2 } Booster Pack.. 7 122 «99 5 
} Swords to Plowshares...U 10, 6 400 3 Starter Display 2750 2500 2000 5 
} Taiga.... 40.00 36.15 15.00 4 } Starter Deck... 3 250 «175 5 
$ Thicket Basils 4 200 200 2 + Typical Commo 1 1.00 O50 2 
$ Thoughtlace.... 10.00 550 200 2 H 
hrone of Bone 400 200 200 2 ? Air Elemental 400 350 31 
imber Wolves. 2.00 2 } Ancestral Recall .00 165.00 120.00 
3 Animate Artifa 250 2.00 
5 Animate Dead.. 300 2.50 
imetwister, 5 6.00 
ropical Island .. 4 
fsunami. 2 
4 
Two-Headed GiantofForiysR 75.00 55.00 25.00 3 
Underground Sea. 40.00 40, 15.00 4 267 
thden Troll 3 2.00 1,50 2 
Verduran Enchantress....R 10.00 800 200 2 
Vesuvan Doppelganger....R 3 


SHOP TALK 
O by Alex Shvartsman 


Survey Says... 


Most Popular Tournament Format: Standard 
Most Popular Arena Format: Vanguard 


This month we asked our contributors about their local tournament 
scene. Although Standard was very popular, in some areas it wasn't the 
most popular. Even Classic got a vote! While we were on the topic of . 
favorites, we decided to ask them about Arena—The League for 
Magic: The Gathering. Vanguard just barely edged out the 
Continuous Draft format as everyones favorite. We asked which sea- 
sons were the most popular, what changes theyd like to see in the future 
for the Arena league, and what the most popular Arena prizes have 
been in the past. 


* Which formats are the most ‘popular? 
%* What have been the most popular Arena formats and prizes? 


* What changes would you like to see in the future for the Arena League? 


20.00 1500 700 3 1.50: Birds of Paradis 
10.00 3.00 Black Knight. 


} Veteran Bodyguard 
£ Volcanic Eruption... 


i 30.00 10.00 ? Black Lotu 
; 200 1.50 } Black Vise 
? Wa 00 200 i 

? Wa 300 2 


6 
2 
: ; 21 

i 00 £ Castle... 300 250 2 0.25 
10.00 800 200 ? Celestial Prism 200 200 21 
30.00 2000 700 ; 500 225 2.00 


90.00 75.00 50,00 


Chaoslace 
Clockwork Beast. 
Clone... 
Cockatrice..... 
Consecrate Land.. 


Control Magic...... 
Conversion.. 
Copper Tablet. 


Crystal Rod 
Cursed Lan 
Cyclopean Tomb... 


eathlace. 
lemonic Attorne| 
Demonic Hordes. 


rain Life.. 

rain Pow 

Dwarven Demo. Team... 
Earth Elemental sss 
Earthbind.. 

Earthquakt 

Elvish Archers. 

Evil Presence 

alse Orders... 

armstead 

Fastbond... 

Feedback. 

Fire 
Firel 
las 
FOQ sas 

Force of Nature... 
orcefield 
Forest... 


Giant Spider.. 

Glasses of Urza. 
Gloom... “on 
Goblin Balloon Brigade... 
Goblin King... 

Granite Gargoyle 


_ 
Med Low TR 


2.00 
3,00 
3.00 
5.00 
4.00 
2.00 


item 


} Green Ward 

} Healing Salve.. 

} Helm of Chatzuk.. 
£ Hive, The 

¢ Holy Armor. 

¢ Holy Strength. 


¢ Howl from Beyond, 


lowling Mine... 
jurloon Minotaur. 
urricane.... 


} Hypnotic Specter. 


Ice Storm... 


< cy Manipulato 
¢ lusionary Mask 


+ Iron Star... 

: Ironclaw Ores 

: Island 

Island Sanctuary. 
$ Ivory Cup... 

: Jade Monolith 

¢ Jade Statu 

+ Jayemdae Tome. 
: Juggernaut... 


Karma. 
Keldon Warlord 


Magical Hack. 
Mahamoti Djinn... 


Mesa Pegasus... 
Mind Twist 
Mountain... 

Mox Emerald 
Mox Jet.... 


in iia 
High Med 


2.90 
2.00 
10.00 
12.00 
2.00 
2,00 
2.00 
40.00 
1,50 
5.00 
20.00 
35.00 
90.00 
§0.00 
6.00 
8,00 


~ 


a 
1 
1 


Low TR 


2.00 
075 
3,00 
2.00 
0.75 
0.75 
0.89 
5,00 
0.75 
2.00 
7.00 
12.00 
20.00 
15,00 
2.00 
1,00 


3 Mox Pearl R 220.00 185, 
$ Mox Ruby... 

$ Mox Sapphire... 
+ Natural Selection... 36.00 
$ Nether Shadow, R 15.00 
$ Nettling Imp... UU 4,00 
$ Nevinyrral’s Disk wenn 95,00 
$ Nightmare... .R 30,00 
: Northern Paladin... ‘R 15.00 
: Obsianus Goler A 2,00 
 Oreish Artillery UW 260 
£ Orcish OriflamMe....ssue 5.00 
E Paral mata) 40) 
$ Pearled UnicOmMnnnnn 200 
+ Personal Incarnation.....R 10,00 
} Pestil 0 Oe 


$ Scathe Zombies... 
: Scavenging Ghou 
+ Scrubland 

4 Seryb Sprites. 


H Serra Angel..... 
$ Shatter 
£ Shivan Dragon 


} Stream of Life.... 


¢ Swamp. 
+ Swords to Plowshares.. 


$ Terror... 

} Thicket Basilisk... 
} Thoughtlac 

: Throne of Bone... 
$ Timber Wolves 


+ Tranquility. 

+ Tropical Island 
} Tsunami 

} Tundra. 

$ Tunnel. 

: Twiddle 

} TwoHeaded Giant of Foriys R 
Underground Sea 


Item 


‘R 220,00 185.0 
‘R 230.00 190. 


Phantasmal Force: 2.50 
Phantasmal Terrain... 2,00 
Phantom Monster........U 3,00 
Pirate Ship. ~R 10.00 
Plains at) /4111) 
Plateau. R 50.00 
Power Sink, WC 2.00 
Power Surge... wR 10,00 
Prodigal Sorcerer a 3.00 
Psionic Blast... WU 35,00 
2.00 
8.00 
~R 50,00 
Red Elemental Blast......0 2.00 
Red Ward... all ZB 
Regeneration... nl 2.00 
Re 15.00 
Resurrectio 7.00 
Reverse Damage. .R 16.00 
Righteousness ~R 10,00 
Roc of Kher Ridges.......R 16,00 
20.00 
2.50 
35.00 
Sacrifice..... 2.50 
Samite Healer. 2.00 
Savannah... 
Savannah Lion: 


Sunglasses of Urza.. 


R 50.00 


= Unsummon.. 
$ Uthden Troll 
d Verduran Enchantress..... 
= Vesuvan Doppelganger... 
$ Veteran Bodyguard 
$ Volcanic Eruption.. 
H Volcanic Island 

} Wall of Air. 

: Wall of Bone... 

} Wall of Brambles. 
Wall of Fire 
Wall of Iee.. 

3 Wall of Stone... 

£ Wall of Swords 

$ Wall of Water.. 

+ Wanderlust. 

$ Warp Artifact... 

: Water Elemental. 
+ Wel 
+ Wheel of Fortune 
+ White Knight 

} White Ward 

: Wild Growth... 
} Wil-o'-the-Wisp.. 


+ Complete Set 

+ Booster Displa 
Booster Pack.. 
+ Starter Display 
: Starter Deck... 
3 Typical Common... 


i Air Elemental.. 

$ Ancestral Recall... 
; Animate Artifact. 
} Animate Dead 

: Animate Wall. 

3 Ankh of Mishra 
: Armageddon... 

i As 


Birds of Paradise 
Black Kni 
3 Black Lotu: 
Black Vise 
3 Black Ward 
Blaze of Glory 
1 Blessing 
¢ Blue War 
¢ Bog Wrait 
+ Braingeyse! 
$ Burrowing 
} Camoutla 
: Castle... 
Celestial Prism 

£ Channel 

: Chaos Orb 

+ Chaoslace.. 

+ Clockwork Beast, 
: Clone... 

+ Cockatrice 

$ Consecrate Land 
: Conservator... 

} Contract from Belo 


4 Copy Artifact. 
} Counterspell. 
3 Crusade... 
+ Crystal Ro 
$ Cursed Land. 


High Med Low TR 


0.75 
0.75 
2.00 
4.00 
25.00 
700 
3.00 
18.00 
2.00 
2,00 
2.00 
2.00 
2.00 
2.00 
2.00 
2.00 
2.00 
2,00 
2.00 
2.00 
7.00 
4.00 
2.00 
0.75 


WRON FODDER WNANNANNNNNNFWWWWNN DY 


$2,800 $2,500 $1,600 
3,500 2,375 2,000 
12 «100 70 
2,000 1,875 1,500 
205 140 
050 025 0.10 


$300 $1.50 $1.00 
200,00 140.00 80.00 
300 100 0.35 
300 1.00 0.50 
500 400 200 
2.00 
4.00 
2.00 
4.00 
10.00 
2.00 
0.80 
10.00 
15.00 
4.00 
1.00 
175.00 
1.00 
0.25 
16.00 
2.00 
0.25 
0.35 
3.00 
0.35 
3.00 
0,50 
0.25 
0.50 
96.00 
0.50 
2.00 
400 
2.50 
4,00 
0.25 
1.00 
1.00 
0,35 
1.00 
4.00 
0.25 
4.00 
0.25 
0.35 


Item 


Cyclopean Tomb. 
ark Ritual... 
Darkpact... 


Disrupting Scepter. 
Dragon Whelp..... 
rain Power 


Earth Elemental. 
Earthbind... 
Earthquake. 
Elvish Archers 
Evil Presence. 
False Orders 
Farmstead , 


Fungu: 


Goblin Balloon Brigade... 
Goblin King 
Granite Gargoyle... 


Helm of Chatzuk.. 
Hive, The... 
Howl from Beyond, 
Howling Mine. 
Hurloon Minotaur. 
urricane.... 
Hypnotic Specter , 
ce Storm... 


Juggernaut .. 
Jump.. 
Karma 
Keldon Warlord 
Kormus Bell 
Kud2u 


ibrary of Leng 
Lich .... 
ifeforce .. 


iving Lands. 
Living Wall 
Janowar Elves... 
ord of Atlantis... 


5.00 


1.00 
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—) 
SS 
Ss 
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0.10 
0.50 


0.02 


0.25 


0.02 


0.40 


0.67 


= Mox Emerald 
} Mox Jet... 
} Mox Pearl. 
? Mox Ruby. 
= Mox Sapphire 
: Natural Selection 
¢ Nether Shado 
:  Nettling Imp... 
: Nevinyrral's Disk 
: Nightmare 
‘ Northern Paladin 
: Obsianus Golem. 
} Orcish Artillery 
= Orcish Oriflamme 
} Pearled Unicom. 
Personal Incamation..... 
Pestilence 
? Phantasmal Forces... 
: Phantasmal Terra 
¢ Phantom Monste 


: Plateau. 
; Power Sink. 
‘ Power Surge... 
} Prodigal Sorcerer 
} Psionic Blast... 
0.25 : Psychic Venom 


? Purelace.... 


Item 


irate Ship 


High Med Low 


175.00 
175.00 
175.00 
175.00 
195.00 
30.00 
8.00 
3.00 
12.00 
12.00 
8.00 
2.00 
2.00 


$ Raging River... 


} Shivan Dragon. 
> Simulacrum. 


> Timber Wolves 


= Tunnel. 


: Red Elemental Blast. 1.00 
: Red Ward 1.00 
$ Regeneration... 1.00 
: Regrowth... 5,00 
4 Resurrection..... 3.00 
Reverse Damage.. 7.00 
Righteousness. 6.00 
£ Roc of Kher Ridge 10.00 
} Rock Hydra 15.00 
Rod of Ruin 5.00 
$ Royal Assassin, 


} Sacrifice 

: Samite Healer.. 1.00 
¢ Savannah... 20.00 
: Savannah Lions 10.00 
: Scathe Zombie: 1.00 
H Scavenging Ghoul. 3.00 
} Scrubland... 20.00 
} Sea Serpent 1.00 
} Sedge Troll. 10.00 
}  Sengir Vampire 6.00 
Serra Angel. 10.00 
: Shatter... 1.00 


Se ROCCE ROD OCORD DOC DT EO DDD DEL KEK DDEE 
= 
S 
8s 


i 3.00 
: Sinkhole. 12.00 
 Siren's Call. 2.00 
Sleight of Mind. 6.00 
2 Smoke, 6.00 

Sol Ring.. 10.00 

Soul Net., 2.00 


Steal Artifact 
Stone Giant... 2.00 
1.00 
6.00 
3.00 
20.00 
: 1.00 
} Thicket Basilisk. 2.00 
} Thoughtlace.. 5.00 
} Throne of Bone. 2.00 
5.00 


? Twiddle 1.00 
} TwoHeaded Giant of ForiysR 48.00 
? Underground Sea 20.00 
? Uthden Troll. 2.00 
} Verduran Enchantress....R 6.00 


; Vesuvan Doppelganger...R — 25.00 
= Veteran Bodyguard... 


10.20 


140.00 
150.00 


100.00 
100.00 
100.00 
100.00 
100.00 
5.00 
1.50 
1,00 
3.00 
6.00 
3.00 
0.50 
0.35 
50 
0.20 
3.00 
0.20 
0.35 


i 
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= 
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0.50 


0.12 


0.20 


0.13 


: Item 


“High “Med Low. TR 


+/- 


‘Item 


: Animate Wall 
? Ankh of Mishra.. 
} Armageddon 
? Armageddon Clock. 


: Basalt Monolith... 
: BayOU.... 
: Birds of Paradise 
Black Knight. 
? Black Vise 
2 Black War 
2 Blessing.... 
} Blue Elemental Blast......C 


2 Volcanic Eruption ..uuwR 6.00 4 200 2 : Blue Ward { . . 
} Volcanic Island 20.00 1500 1000 4 2 Bog Wraith... 150 1.00 0.49 0.12 
? Wal 200 1.00 050 1 ? Bottle of Suleiman. 400 200 1.00 
: Wa 200 1, 035 1 Braingeysel 99 700 «350 3 
: Wal 2 100 030 1 : Brass Man 1.00 0.67 050 0.08 
? Wal 200 1 35 1 : Burrowing 1.01 00 0.39 0.12 
4 Wa 200 1 .50 1 > Castle. 200 088 0.25 0.13 
> Wa 2 1.00 0650 1 = Celestial Prism 1.01 8 3 013 | 
? Wal 200 100 050 1 ? Channel 150 1.00 03 
H Wal 200 1.0 50 1 : Chaoslace.. 3.00 I 50 
? Wanderlust 200 1.00 050 1 : 400 250 100 1 
> Warp Artifact. 600 4 00 2 050 : 600 500 200 2 
? Water Elemental 200 100 080 1 : 500 395 2.0 0.07 
? Web. 500 400 200 2 ; 00 063 039 1 013 
? Wheel of Fortune........R 16.00 11.95 350 3 } Contract from Below. 5 00 1.0 
} White Knight.. U3 2 00 2 3 Control Magic 00 2 O 
} White Ward... 125 = 10 25 1 2 Conversion. 00 05 .29 
} Will-o’-the-Wisp... 10.00 600 300 2 ? Copy Artifact... 00 595 300 2 0.22 
2 Winter Orb 10! 5 200 3 3 200 = 1 5 
Wooden Spher 200 1 025 1 i .75 (0.25 0.12 
? Word of Command.. 50.00 40.00 20.00 2 00 6 400 2 
? Wrath of God.. 1500 800 4.00 4 0 075 04 
: 600 500 300 2 U 100 075 025 1 012 
: Dancing Scimitar oR 00 265 = (1.0 0.15 
> Dark Ritual C035 025 0.05 0.02 
5 oR 0 300 1.00 
: 055 0.25 1 0.04 
} Complete Set... $325 $275 $200 4 5 5 
} Booster Displa 396 «6300 | 250 5 : 300 1,00 
13) 9.73 695 4 ? Demonic Hordes... ah 00 6.00 2 
320. 240-200 5 : Demonic Tutor 6 400 200 2 
: 328 16 4 > Desert Twister / 1.6 00 0.25 
: Typical Common. 0.25 «4010 005 0 : Dingus Egg. Ray 3.00 1.00 
: Disenchant. C 029 0.25 005 0 002 
: Air Elemental nesses 1 2 Disintegrate £ 050 025 0.05 
? Aladdin's Lamp. 1 } Disrupting Scepter.......R 4,00 300 150 2 
? Aladdin's Ring... 1 0.24 = Dragon Engine. 300 150 050 
Animate Artifact 1 > Dragon Whelp... 300 150 0.50 
1 2 Drain Lift 0 


COMIC SHOP PLUS 


796 0 
235 § 


hary Mockus 


outh 21st Street 
Newark, OH 430 


Standard has been the most popular format here because the cards needed to play are avail- 
able to everyone, so all players are on an even footing. 


Constructed Arena formats have been doing great. When Arena was Standard or Extended we 
had 45 to 50 people playing. Preconstructed decks were popular at first but players quickly lost 
interest. Players want to use the cards they own. The Arena season using preconstructed decks 
did not do as well, 


Take out the gimmicks—go back to the good league formats. The format has to mean something 
to keep the customer interested, 


002 : € 


: ige Skeletons.......... 
? Dwarven Weaponsmith 
On : 


Elemental 
bind.. 


0.79 


High Med Low TR High Med Low TR */- : High Med Low TR 


Orcish Oriflamm ij . .08 = Sengir Vampire. 
Ornithopter..... , .04 : Serendib Efreet 
Paralyze... 03 } Serra Angel.. 
: Personal Incarnatio! 
Pestilence 
: Phantasmal Forces 
Frozen Shade.. I Kl I if a ! I h I Phantom Monster... 
ungusaur... A i ‘ 4 F I Pirate Ship 
Gaea’s Lie { He I } i A I 13: Plague Rat 
Giant Growth ke } h i ightni { . I .12 = Plateau. 
lasses of Urz: ! . I ivi i . i .25 = Power Sink. 
Gloom... } Power Surge. 
Goblin Balloon Brigade A 3 Primal Clay 
Goblin King... { f Janowar Elves + Prodigal Sorcere 
Granite Gargoyle 4 Hl ord of Atlantis, : Purelace 
Green Ward.... ! f h Lord of the Pi £ Rack, The. 
Guardian Angel... I } I I ure. $ Raise Dead... 
lelm of Chatzuk i i A Magical Hack. * Reconstructioi 
Hive,The.... i tr } Magnetic Mountain. } Red Elemental Blast 
low! from Beyond.. , I I Mahamoti Djinn... $ Red Ward 
Mana Flare. egrowth.. 
Mana Short £ Resurrection. 
Hurricane.. ! . Mana Vault : 
lypnotic Specte i y { Manabarbs 
nstill Energy. 4 { . Meekstone.. 
ron Star... 
Island Fish Jasconit A 
Island Sanctuary H i { Mind Twist. 
Ivory Cup... A } , Mishra’s War Machine Rod of Ruin... 
Ivory Towel 4 Royal Assassi 
Jade Monolith i A ! E Netti k ! i Sacrifice... 
Jandor's Ring i ‘ Nevinyrral's Disk i A H Savannah. 
Jandor’s Saddlebag: i F : Nightmare... A i : Savannah Lions.. 
Jayemdae Tome.. i A i + Northern Paladin A i i : Scathe Zombies Veteran Bodyguard 
Juggernaut i . : Obsianus Golem.. I Scavenging Ghot { Volcanic Eruption.. 
Karma... i i ; Onulet.... F i + Scrubland A A i Volcanic Island... 
Keldon Warlord A J I Orcish Artillery 4 i : . . 4 5 Wall of Ai 


a 


Stasis... 
Steal Artifact 
Stone Gian 


SF & 
as 


Swords to Plowshare: 
Taiga.... 


Oop @ D> 
Secsge5 


Thicket Basilisk 
Thoughtlace.. 
Throne of Bone 


= 


S 


aFaan 


= Roc of Kher Ridges 
‘ock Hydra 
+ Rocket Launcher. 


S 


eID 


= 


Unholy Strength 

Uthden Troll. 1 
Verduran Enchantress, 
Vesuvan Doppelganger... 


Trol | An d Toa d i nc. 4 iets Road, ie KY an me 


Phone: 1-606-878-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 
e-mail: prices@aqvault.com 


Web Site: http://www.trollandtoad.com 


An Antiquities Vault Company 


Want to sell us cards? 
Fax: 1-606-878-9061 E-mail: sec@aqvault.com or send an e-mail for our newest buylist to: buylist@aqvault.com 


Action Figures Mddle Earth: Dark Minions $19.95 Seraph $4.00 Volcanic Dragon 55.00 Lord Of Atlantis 
Gandalf the White $12.95 Middle Earth Dragons $19.95 Sulfurous Springs $5.00 Pack Lord Of The Pit 
Earth Balrog $12.95 Mddle Earth Unltd Bstr$19.95 Zuran Orb $3.00 4th Edt-Chinese BB Bstr $4.50 Mahamoti Djinn 

Additions Middle Earth Unltd Str $19.95 Legends Sth Edition Booster $2.00 Mana Flare 53. Tempest 
Arena $6.00 Overpower-DC Bstr Box $9.95 Chain Lightning $3.00 Alliances $3.75 Mana Short $2. Booby Trap $4.75 
Counterspell $18.00 Overpower - Marvel Bstr$9.95 Darkness $1.50 Chronicles $3,00 Mana Vault A Caldera Lake $4.00 
Disenchant $25.00 Overpower-Mission Cntrl$9.95 Equinox $2.00 Dark $7.00 Mishra's Factory $4. Corpse Dance $6.00 
Fireball $19.00 Shadowfist-Flashpoint Bstr $9.95 Hammerheim $2.50 Dark - Italian 2,00 Nightmare $3., Dregs Of Sorrow $3.00 
Forest- ARENA land $8.00 Star Trek Classic Fleer Bstr $9.95 Kismet $1.50 Exodus $2.50 Savannah Lions $3. Eartheraft $5.00 
Incinerate $12.00 Star Trek Classic Fleer Srtr $9.95 Kobold Drill Sergeant $3.50 Homelands $1.25 Sengir Vampire rs Emerald Medallion $3.50 
Mana Crypt $12.00 Star Trek Fleer Starfleet Mnvr $9.95 Kobold Taskmaster $5.00 Ice Age Booster $2.00 Serra Angel 4 Humility $7.00 
Mountain - ARENA land$8.00 Unglued Booster $68.00 Pendelhaven 56.00 Legends - Italian 9.50 Shivan Dragon $8.00 Jet Medallion 
Windseeker Centaur $4.00 Dark Presence Of The Master $2.00 Mirage Booster $2.00 Stasis $2.50 Pearl Medallion 
Alliances Amnesia $4.00 Tolaria 53.00 Rvd-German BB Bstr $10.00 Swords To Plowshares $1.50 Rathi Dragon 
Arcane Denial $1.50 Blood Moon 56.00 Urborg $5.00 Rvd-German WB Bstr_ $4.70 Time Elemental $2.50 Ruby Medallion 
Balduvian Horde $7.50 Eater Of The Dead 51.25 Legends - Italian Stronghold Wrath Of God $8.00 Sapphire Medallion 
Dystopia $3.00 Elves Of Deep Shadow $2.00 Chain Lightning $2.00 Tempest Booster $2.5 Revised Scroll Rack 
Force of Will $3.00 Maze Of Ith $8.50 Land Tax $2.00 Tempest Starter $ Braingeyser $5.00 Shocker 
Helm Of Obedience $5.50 Preacher $10.00 Underworld Dreams — $10.00 Unglued Booster $1. Demonic Hordes $5.00 Time Warp 
Kjeldoran Outpost $8.00 Exodus Mirage Urza's Saga Booster $2.25 Demonic Tutor $4.00 Verdant Force 
Krovikan Horror $4.00 Fighting Chance $3.00 Cadaverous Bloom $4.00 Urza's Saga Touranent Str $7.5 Fastbond $2.50 Unlimited-Disc. 
Lord of Tresserhorn $3.00 Forbid $2.00 Canopy Dragon $3.00 Visions $3. Granite Gargoyle $3.25 Ice Storm $10.00 
Soldevi Digger $4.00 Hatred 66.50 Carrion $2.00 Revised/4th Juggernaut $2. Sinkhole $10.00 
Antiquities Memory Crystal 7.50 Catacomb Dragon $6.00 Ankh Of Mishra $2. Regrowth $2. Visions 
Ivory Tower $4.50 Oath Of Druids $9.00 Celestial Dawn $4.00 Armageddon 8. Roc Of Kher Ridges $2. Archangel $8.00 
Mishra's Factory: Spring $6.00 Oath Of Lieges $6.00 Dissipate $4.00 Bad Moon 8 Rock Hydra $3. City Of Solitude 
Strip Mine (any of 3 uncs) $10.00 Seismic Assault $7.00 Enlightened Tutor 2.50 Balance . Serendib Efreet 67. Nekrataal 
Su-Chi $4.00 Ice Age Hammer of Bogardan $10.00 Ball Lightning $9.5 Sol Ring $5. Rainbow Efreet 
The Rack $3.50 Adarkar Wastes $7.00 Maro $5.50 Black Vise $1.5 Vesuvan Doppelganger $11.00 Squandered Resources 
Arabian Anarchy 1.50 Mist Dragon $4.00 Cockatrice $2.5 Veteran Bodyguard 2.50 Vampiric Tutor 
Army Of Allah $3.50 Deflection $4.00 Mystical Tutor $1.50 Colossus of Sardia b2. Wheel Of Fortune $7.00 iashino Sandstalker — $2.00 
Desert $2.00 Enduring Renewal $4.00 Natural Balance $4.00 Control Magic : Stronghold Viashivan Dragon $5.00 
Flying Men $4.00 Icy Manipulator $4.50 Paupers' Cage $3.00 Crusade $6. Awakening 65.00 Weatherlight 
Kird Ape $2.50 Jester's Cap $11.00 Sacred Mesa $7.00 Disrupting Scepter 1. Mogg Infestation 6.00 Abeyance $9.00 
Rukh Egg $10.00 Jester's Mask $4.00 Stupor 1.50 Gaea's Liege H Mox Diamond $18.00 Aether Flash $2.50 
Stone-Throwing Devils $3.50 Jokulhaups 6.00 Taniwha $3.50 Goblin King $2. Shard Phoenix 54.00 Firestorm $6.00 
Box Orcish Squatters 2.00 Teeka's Dragon 6.00 Howling Mine u Sliver Queen $10.00 Gemstone Mine $3.50 
Star Trek Fleer Starfleet Mnvr Polar Kraken 3.00 Tombstone Stairwell $4.00 Hypnotic Specter $2. Soltari Champion 55.00 Lotus Vale $10.00 
$9.95 Pox $4.00 Uktabi Wildcats 2.50 Land Tax 
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Wall of 
Wall of Brambles... 
Wall of Fire...... 
Wall of Ice... 
Wall of Ston 
Wall of Swords. 
Wall of Water... 
Wanderlust... 
Warp Artifact.... 
Water Elemental 
Wel 
Wheel of Fortune.. 
White Knight..... 
White Ward.. 
Will-o'-the-Wisp 
Winter Orb... 
Wooden Sphere. 
Wrath of God.... 
Zombie Master...ssonR 


Complete Set 
Booster Display. 
Booster Pack, 
Starter Display.. 
Starter Deck, 
Typical Common 


Abomination. 
Air Elemental 
Aladdin's Lamp.. 
Aladdin's Rin 


Angry Mob.... 

Animate Artifact 
Animate Dead 
Animate Wall 
Ankh of Mishra... 
Armageddon . 
Armageddon Clock. 
Ashes to Ashes.. 
Ashnod’s Battle Geai 
Aspect of Wolf. 
Backfire... 
Bad Moon 
Balance... 
Ball Lightning 
Birds of Paradise 
Black Knight. 
Black Mana Battery 
Black Vise 


Blue Mana Battery... 
Blue Ward 


Bottle of Suleiman. 
Brass Man... 
Bronze Tablet. 


Castle... 
Cave Peopl 
Celestial Prism 
Channel, 
Chaoslace.. 
Clockwork Avian.. 
Clockwork Beast 
Cockatrice 


Control 
Conversion. 
CoP: Artifacts 
Coral 
Cosmic Horror 
Counterspell.... 
Crimson Manticore... 
Crumb! 
Crusa 
Crystal 
Curse 
Curser 
Dancing Scimitar 


$250 $208 


135 
4.95 


130 


13 
0.25 


$1.00 
1.00 
4.00 
4.00 
1.00 
1.00 
1.00 
1,00 
4.00 
4.00 
8.00 
4,00 
1.00 
4,00 
450 
1,00 
700 
6.00 
12.00 
8.00 
2.00 
450 
250 
1,00 
4.80 
1,00 
4.50 
1.00 
1.00 
4.00 
1,00 
4.00 
1.00 
3.00 
1,00 
1.00 
1.00 
4.00 
4,00 
5.00 
4.00 
5.00 
6.00 
1.00 
2.00 
1.00 
2.00 
4.00 
5,00 
2.00 
4.00 
1.00 
700 
1.00 
1.00 
1.00 


102 
3.25 
100 

10 
0.10 


10 


$125 
65 
2.95 
70 
8.95 
0.05 


SN OWN ww 


$0.75 $0.25 


1 
025 1 
1.50 1 
1.60 1 
035 1 
0.25 1 
0.25 1 
0.25 1 
150 1 
2.00 1 
3.00 4 
1.60 1 
025 1 
0.35 1 
2,00 1 
0.25 1 
3,00 4 
2.00 2 
4.00 3 
3.00 4 
050 1 
2.00 
0.40 
0.25 
2,00 1 
035 1 
2.00 
0.25 
0.25 
1,50 
0.25 1 
1.50 
0.25 
0.40 
025 1 
0.25 
0.25 1 
0.25 
0.50 
2.00 
2.00 
2.00 
2,00 1 
0.25 
0.35 
0.25 
0.35 
1.60 
1.50 
0.25 
1.0 
0.25 
2.00 2 
0.25 
0.25 
0.25 
1,50 


0.25 


0.13 


0.01 


0.02 


007 ; 


0.10 


020 


0.12 


} Deathgrip 
} Deathlace 
Desert Twister.... 
Detonate. 
Diabolic Machine .. 
Dingus Egg. 
Disrupting Scepter. 
Divine Transformation 
Dragon Engine.. 
Dragon Whelp... 
Drain Power. 
Eartl 
Earthquak 
Ebony Horse 
El-Hajj.. 
Elder Land Wurm... 
ven Riders.. 
Elvish Arche 
Energy Flux... 
Presence 
for an Eye... 


Fire Elemental... 
Fireball... 
Flashfires.. 


+ Force of Nature. 
¢ Fungusau 
$ Gaea’s Liege 
= Ghost Shi 


¢ Glasses of Urza. 
: Gloom....... sl 
: Goblin Balloon Brigade... 
Goblin King 
{ Greed... 
£ Green Mana Battery, 
} Green Ward... 
} Helm of Chatzuk 
: Hive, The.. 
$ Howling Mine, 
H Hurkyl’s Recall. 


; Hypnotic Specter 
: Inferno..... 
: Instill Energy.. 
Iron Star... 
Island Fish Jasconius... 
£ Island Sanctuary 
: Wory Cup... 
£ Wory Tower... 
¢ Jade Monolith 
¢ Jandor’s Saddlebag 
: Jayemdae Tome. 
: Jundn Efreet.. 
H Karma... 
i Keldon Warlord... 


= Millstone... 
? Mind Bomb 
= Mind Twist. 
¢  Mishra’s Factory . 


3.00 


4.50 
4.00 
1.00 
5.00 
4.00 
4.60 
5.00 
2.00 
1.00 
1.00 
4.00 
2.00 
4.00 
6.00 
6.00 
1.00 
1.00 
1.00 
4.00 
1.00 
1.00 
4.00 
4,00 
6.00 
8.00 
1.00 
5.00 
4.50 
8.00 
4.00 
6.00 
5.00 
5.00 
4.00 
5.00 
6.50 
1.00 
5.00 
5.00 


3.00 


eg 2 Se Br 


0.02 


0.12 


? Mishra’s War Machine....R 
? Nether Shadow. 
: Nevinyrral's Dis! 
£ Nightmare... 
} Northern Paladi 
F08Sis an 
? Obsianus Golem 
: Onulet 
} Orcish Artillery . 
? Orcish Oriflamme.. 


Omithopter... 
Osai Vultures 
Personal Incarnation ... 
Phantasmal Forces: 
Phantom Monster... 


Pirate Ship... 
0.12 = Power Surge. 
Primal Clay... 
Psionic Entit 
Purelace .. R 
0.02 
0.02 
Red Mana Battery... 
Red Ward..... 
0.02 
a2 ; 
F Savannah Lions. 
0.04 F Scavenging Gho 
: Segovian Leviathan. 
: Sengir Vampire. 
} Serra Ang 
} Shapeshifter. 
005; 
0.47 
0.13 
0.25 
0.02 
010 : 
} Sorceress Queen. 
£ Soul Net. 
Spirit Link., 
Spirit Shackle. ! 
E Stasis... oR 
¢ Steal Artifact. AU 
: Stone Giant 
H Strip Mine. 
; Sunglasses of Urza 
: Swords to Plowshares.. 
} Sylvan Library. 
0.13 = Tawnos’s Wan 
= Tawnos's Weaponry... 
Tempest Efreet 
$ Tetravus 


1.00 


1.00 


4.50 


14.00 
6.00 


1.00 


16.00 
1.00 
1,00 
1.00 


5.00 
4.00 
6.00 
1.00 
3.00 
1.00 
6.00 
1.00 
1.00 
5.00 
4.00 
2.00 
6.00 
1.00 
1.00 
4.00 
5.00 


ypoeo ou 


tt pet aekh geet Peat | no pee RS Cage earia ook 


0.80 


0.04 


0.05 


0.08 


0.25 


0.23 


0.02 


Thicket Basilisk 


¢ Wall of Dust. 
: Wa 


: Wall of Swords... 
Wall of Water 


? White Ward. 
} Willo’-the-Wisp 
; Winds of Change 
: Winter Blast. 
} Winter Orb.... 
= Wooden Sphere. 
} Wrath of God, 
} Xenic Poltergeist 
: Zombie Master... 


: Complete Set. 
025 
: Booster Pack... 
Starter Display 
? Starter Deck... 
+ Typical Common... 
013 ; 
: Abbey Gargoyles . 
; Abyssal Specter... 
d Adarkar Wastes. 
$  Ather Storm, 
Air Elemental.. 
? Akron Legionnaire 
> Aladdin's Ring. 


houghtlace 
hrone of Bone 
Timber Wolves. 
Time Elemental 
litania’s Son 
riskelion 
Tsunami. 


12a's Avenger.. 
ithden Troll 


Volcanic Eruption 
Wall of Air... 
Wall 
Wal 


es a aio 


6.29 
4.00 


500 


1.00 
1.00 


5.00 
1.00 
4.00 
1.00 
4.00 
1.00 
1.00 


1,00 


1.00 
1.00 


1.00 


1.00 
1.00 


1.00 


1.00 
450 
1.00 


4.00 


2.00 
2,00 
4.50 
1.00 
6.49 


5.00 


1.00 
600 
1.00 
800 
400 


5.00 


0.25 


0.05 


Booster Displa 


CHU w Nowe 


0.13 


Angry Mob 

- Animate Dead 
Animate Wall 
Ankh of Mishra.. 
Anti-Magic Aura 
Arenson’s Aura.. 
Armageddon 
Ashes to Ashes.. 
Ashnod's Altar... 
Aspect of Wolf. 


Barl's Cage.. 


Binding Grasp.. 
Birds of Paradise .. 


‘og Wraith. 

Bottle of Suleiman, 
Bottomless Vault... 
Breeding Pit 

roken Visage .. 
Brushland... 


Clockwork Beast. 
Clockwork Steed. 
ockatrice.. 
olossus of Sardia 
Conquer 

CoP: Artifacts. 


Dancing Scimitar 
eathgrip... 
Deflection... 
Derelor. 

Desert Twister 
Detonate.... 
jiabolic Machine 


Divine Transformation... 
ragon Engin 


Disrupting Scepter........ 


High Med Low TR 


400 3 1.50 
100 0 35 
100 0. 0.25 
400 3! 1.50 
400 3 1.50 
100 0. .25 
100 0. 0.25 
800 6 3.00 
100 0. 0.25 
100 0. .25 
500 3, 2.00 
100 0. .25 
100 0. 25 
7.00 
10.00 
4,00 


tf 


0.03 


Drain Power... 

$ Dust to Dust 

: Dwarven Catapult.. 
$ Dwarven Hold 

: Dwarven Ruins.. 
$ Earthquake... 

} Ebon Stronghold 
? Elder Druid 
Elkin Bottle. 


{Evil Eye of Orms-by-Gore. 


i Goblin Warrens. dl 
$ Greater Realm of Presrv. 
} Greater Werewolf 

: Havenwood Battleground U 
i Hecatomb.... R 


U 
i J 
Goblin King R 
R 
U 


: Item 


Ivish Archer 


R 
R 
Elven Riders.. U 
R 
Energy Flux... U 


Evil Presence... 
Eye for an Eye. 


¢ Fallen Angel. 


} Feedback 

} Feldon’s Cane... 
£ Fellwar Ston 

} Feroz’s Ban. 

t Fire Drake... 

: Fireball... 
Flame Spirit 

$ Flashfires 

$ Flying Carpel 
¢ Force of Nature 
$ Forget... 

$ Fountain of Youth 
i Fungusaur.. 


elm of Chatzuk... 


} Hive, The... 
$ Hollow Tree 
} Howling Mine... 
} Hurkyl's Recall 


urricant 
ydroblast... 


R 
R 
R 
R 
R 
U 
H U 
} Icatian Phalan U 
: catian Store... aR 
: Icatian Town oR 
: Ice Floe.. U 
: ncinerate... C 
; inferno... R 
> Infinite Hourglass R 
£ Instill Energy U 
Iron Star... U 
} Ironclaw Curse R 
¢ Island Sanctuary ...nuR 
> Ivory Cu U 


High Med 


450 3.00 
1.00 0.50 
1.00 
5.00 
1,00 
6.00 
1,00 
5.00 
4,00 
1.00 
4.50 
1.00 
2.00 
1,00 
4.50 
2.00 


Low TR 


1.50 
0.25 
0.25 
1,00 
0.25 
2.00 
0.25 
1.50 
1.50 
0.35 
1.50 
0.25 
0.35 
0.25 
1.50 
0.35 


oh 


} Ivory Guardians. 
: Jade Monolit 

$ Jalum Tome. 

$ Jandor’s Saddlebag 


+ Nevinyrral's Dis! 

+ Nightmare... 

: Obelisk of Undoing 
£ Orcish Artillery 

£ Orcish Captain. 

£ Orcish Oriflamme... 
+ Orcish Squatte t 
$ Order of the Sacred Torch.R 
$ Order of the White Shield U 


+ Pirate Ship. 
} Power Sink. 
} Po 


i Primal Orde 
+ Primordial Ooze 
: Pyroblast.... 
Pyrotechnics... 


Karplusan Forest 
Keldon Warlord .. 


Kjel 
Kiel 
Knig 


Library of Leng 
Lifeforce 


ord of Atlantis. 
Lord of the Pit... 
Lure (IA) 
Magical Hac! 
Magus of the Unseen. 
Mana Clash.. 
Mana Flare... 
Mana Vault... 
Manabarbs.... 
Meekstone 
Millstone. 

Mind Bomb .. 
Mind Warp.. 
Mole Worms 
Necropotence... 
Nether Shadow. 


Seonma DDD OCeCADaDDDDD DD OCODADADOS 


: Pentagram of the Ages...R 
+ Personal Incarnation...... 


} Recall. 

¢ Reverse Damage... 
+ Righteousness 

£ Rod of Ruin. 

£ Ruins of Trokait 

: Sacred Boon... 


; Sea Sprite. 
+ Seasinge! 
+ Segovian Leviatha 


} Serra Bestiary 
} Serra Paladin.. 


High Med Low TR 


100 0. 0.25 
400 31 1.49 
400 3 1,50 
400 3, 1.50 
5.00 31 2.00 
16.00 10 4.00 
100 0. 0.25 
2.00 
0.25 
0.35 
1,90 
0.25 
2.00 
0.35 
0.50 
0.50 
1.50 
0.25 
0,25 
0.25 
2.00 
2.95 
0.25 
0.25 
0.25 
1.50 
1,50 
2.00 
2.00 
0,25 
1.50 
1.50 
1,50 
2.00 
2.00 
1,50 
1.50 
2,00 
0.25 
0,25 
0.25 
3.00 
2.00 
3,00 
3.00 
1.50 
0.25 
0.25 
0.25 
1,50 
1,50 
0.25 
1,50 
0,35 
1.50 
2.00 
0.25 
0.25 
2.00 
0.25 
2.00 
1,50 
1.50 
0.25 
0,25 
0.38 
0.25 
0.35 
2.00 
1.50 
2.00 
2.00 
0.25 
0.25 
0.25 
1.00 
0.25 
0.25 
0.35 
0.35 
2.00 
2.00 
2.00 
0.25 
0.25 
0.35 
0.35 
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i Sorceress Queen 
+ Soul Net... 


: Stasis... 
2 Steal Artifact 
} Stone Giant. 


H Sulfurous Springs .. 


Svyelunite Temple... 


$ Sylvan Library... 
+ Tawnos’s Weaponry. 
$ Thicket Basilisk 


Throne of Bone 
Thrull Retainer . 
Time Bomb.. 

Time Elemental 


Tsunami... 


Underground River 
: Untamed Wilds, 


Urza's Avenger.. 
Urza's Baubl 
Verduran Enchantress. 
Wall of Ait... 

Wall of Bone. 

Wall of Brambles... 
Wall of Fire. 


+ Winds of Change... 
$ Winter Blast. 

} Winter Orb... 

; Wolverine Pack 


: Wrath of God... 
$ Wretched, The.. 
$ Wyluli Wolf 

t Kenic Poltergeist. 
+ Zombie Master 
$  Zur’s Weirding, 


+ Complete Set... 
} Booster Display, 
} Booster Pack... 
} Typical Common 


Abu Ja'ar 

$ Akron Legionnaire. 
2 Aladdi 

; Angelic Voices 

: Arcades Sabboth.. 
H Arena of the Ancients..... 
: Axelrod Gunnarsor 
{Ayesha Tanaka 

: Azure Drake 

: Banshee 

$ Bart's Cage. 

Beasts of Bogardan.. 
+ Blood Moon 


: Blood of the Martyr. 

+ Book of Rass 

H Bronze Horse... 

H Chromium . 

: City of Brass 

} Cocoon... 

$ Concordant Crossroads... 
$ Craw Giant. 


H Dance of Many.... 


_ 


High Med Low TR 


16.00 1200 500 4 
§00 358 2.00 
1.00. 0. 0.25 
450 31 1.50 
450 31 1.50 
5.00 4, 2.00 
100 0. 0.25 
3.00 1 0.35 
450 3 1.50 
§00 41 2,00 
1.00 O67 0.25 
100 0. 0.25 
100 0. 0,25 
450 31 2.00 
5.00 4. 2.00 
100 0. 0.25 
600 4, 2.50 
100 0. 0.25 
1.00 0: 0.40 
100 0. 0.25 
100 0 0.25 
6.00 3 1.50 
600 4 2.00 
400 3, 1.50 
400 3, 1.50 
100 0. .25 
5.00 4. 2.00 
10 
5.0 
1.00 
4.00 
1.00 
10 
1.0 


10 
1,0 
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Item i : Item High Med Low TR */- : Item 


Enchantment Alteration.U3 2. 2 Strip Mine... i 2 £ Typical COMMON .resnnns 00 0.50 025 Strip Mine (Small Tower)U — 10.4 i 
thnam Djinn... 3 500 400 100 2 005 i Sylvan Library... 500 4.00 300 3 { 3 Strip Mine (Wide Steps) 12) 600 300 2 
Fallen, The... 3 200 «1.00 0.25 : Tetravus... 2.00 025 0.25 1 } Argivian Archaeologist....U $42.00 $35.00 $20, j Strip Mine (Wide Steps Sky)U" 12. 00 4.00 3 
3 300 200 100 1 Time Elemental 600 1.00 025 2 £ Armageddon Clock 500 4 1,00 1 : Su-Chi. 6.00 500 100 2 037 
2 as, §=—0.25 10 : Tiiskelion..... 300 «1.00 025 1 H Ashnod’s Altar. 2 0 200 1.00 = Tawnos’s Coffin 26,00 2000 10.00 2 
3 208 | 1.00 025 $ Urza's Avenger. 200; 0.25 7 028) 1 ' Ashnod’s Battle Gear ....U2 i 20 1.00 Tawnos's Wand 3. 50 1.00 
2 050 010 005 : 1 $ Ashnod’s TransmograntU3 2.00 150 10 i 5 ! 
400 225 0.50 1 ; Atog..... 4 095 0.30 2 Tetravus.. 10. 573 1.50 2 
300 200 030 1 ; Bronze Geo; 4.13 0.13 =: Titania's Son 3 ae 00 1.00 
Goblin Artisans. 2 100 0.25 : I 35.00 25.00 Transmute Artifact. 3 AL 09 = 1.90 
ell’s Caretaker, a 400 0.5 400 235 1,00 Triskelion 8 548 1.50 2 
orn of Deafening 3 200 03 : 00 6 2.5 Urza's Avenger... 10. 700. «3.00 2 
\vory Guardians 3 10 25 $ Complete Set... $900 $900 $750 4 12. 8.00 4.00 2 Urza’s Miter 1 6.00 400 2 
Jalum Tome U 3 2.00 30 Booster Display 4,000 3612 5 i Wall of Spears.. 33.0 00 50 
Jeweled Bird 2 1.00 030 Booster Pack..... 125 86 1 4 6 Weakstont 3k 00 1.00 
400 250 050 1 Typical COMMON sive 200 1.00 030 1 C2 { Xenic Poltergeis 3 a 2.75 00 0.26 
3 2.0 3 Damping Field.. 3 4 285 1 Yawgmoth Demon .00 
050 O11 05 0 $6.50 $5.00 $2.00 1 Detonate, 3 4.00 «2.00 = 1,00 
5 3.0 5 1259 800 300 1 Dragon Engine... 4 200 1.0 4 
05 1 05 Aladdin's Lamp 700 © 5.00 if Dwarven Weaponsmith.U3 3, 15 0 
5.00 3.00 15 Aladdin's Rin 00 500 300 1 Energy Flux. 3 ji 179 1.0 
Nicol Bolas... 6, 425 1,00 Ali Baba... §.00 4.75 0 1 Ce): 2 Complete Set nnnnnene $1,000 $900 $750 4 
Obelisk of Undoing 3.00 1.51 5 Ali from Cairo 95,00 75.00 60.00 4 Booster Display 1,100 1,000 850 5 
alladia-Mors 6.00 4.0 75 Army of Allal 700 500 100 2 4 Booster Pack. 0 30.00 25.00 5 
‘etra Sphinx 300 © 2.0 5 Bazaar of Baghdad 20.00 1225 800 2 Goblin Artisans... 3.00 = 1.51 Typical COMMON... 100 050 020 1 
rimordial Ooze. 2.01 Of .25 Bottle of Suleiman. 6.00 500 300 2 Golgothian Sylex 10. 745 2.00 : 
uppet Master... a 1.01 .25 Brass Man... 00 «3.00 «1.00 1 Haunting Wind... 3 4, 2.01 { $ Abomination. U $4.00 $200 $1.00 1 
‘abid Wombat... 200 1.00 25 300 200 0.30 1 Hurkyl's Recall... 3 15. 400 1.0 ? Abyss, Th R 65.00 50.00 3500 4 
Rakalit 2.00 1,00 30 H 20. 15.00 500 2 vory Tower... Re sh 600 300 2 : Acid Rain R 25.00 1878 800 2 
ecall. 3 8 75 0,50 O12 ; 2700 25.00 1600 4 lum Tome. 2 ae 4.0 80 2 3 Adun Oakenshield.........R 15.00 10.60 5.00 2 
Revelation. 300 1.95 0.30 0.16 629 5.00 2.00 1 3 16 4.0 60 : Adventurers’ GuildhouseU 4.00 300 100 1 0.25 
Rubinia Soulsinger. 5 2.00 0.50 ; 6 500. 200 2 050 3 eno) 3.67 gost! 2 ~ 0,33 ; Arathi Berserker U 500 300 250 1 
‘unesword. 0.2: 1 05 0 : 5 3.00: si 1 3 700. «500 2 Akron Legionnaire... R 10.00 600 300 1 
Safe Haver Ura; = 2.00 16.25 , Desert Nomads . 3 2.00 030 1 Mishra’s Factory (Fall) ...U 12, 850 500 3 : Al-abara’s Carpet... R 1000 10.00 500 2 0.50 
Sentine 2 15 030) + Desert Twister... 3 Bt 400 200 2 Mishra’s Factory (Spr)...0 12,00 9.00 2.00 ; Alchor’s TOMD ssh .00 0 5.00 2 
Serpent Generator. 5.0 00 = 0.50 i jiamond Valley... 2 70.00 5763 4500 3 : 
Shiel 2.00 1.0 25 H rop of Hone 2 45.00 40.00 20.00 3 
Shimian Night Stalker..U3 3 0 0.25 = Ebony Horse. 2 62S) $00 Hii SOMERVILLE ENTERTAINMENT 
Sivitri ScarZaM wuss 0.5 . 05 0 i I-Hajjdj... 2 ie 5.00 3,00 1 
Solkanar the Swamp King. 6 405 200 2 + Elephant Graveyard......U2 35,00 25.00 20.00 2 as 
400 2.0 .50 i Erhnam Djinn 30.00 25.00 12.00 4 Ken Somerville 
2.0 5 0.50 ¢ Eye for an Eye 500 3.0 8008 W. Scardale 
lying Carpet i 5 2.00 , a 
Flying MEMS 800 500 200 2 Boise, 10 83704 
Tobias Andrion i Guardian Beast.......U2 76,00 60.00 40.00 (208) 368-5277 
Tor Wauki $ Ifh-Biff Efreet U2 35,00 2818 15.00 2 5 
Tormod'’s Crypt. i sland Fish Jasconius ...U2 00 250 1 5 j cron.net 
Triassic Egg... ¢ Island of Wak-Wak......U2 40 35.00 20.00 3 
Vaevictis Asmadi U2 Bee) 5 2.0 be 
Voodoo Dol. U2 629 500 200 Because of the recent release of Urza's Saga, most players are divided between Standard and 
aes ete ma me e Extended, On one hand, they like the new strategies available with the new cards, On the other, a 
Junin Efreet 700 300 2 050 lot of them like to play with the cards they've already got. 
H Juzdm Djinn... 20 160.00 9900 5 
$ Khabal Ghoul 40.00 30.00 20.0 0 
Yawgmoth Demon . King Suleina 20.00 16.00 1000 2 Vanguard, when the format is Standard or Extended, is always popular. Second to Vanguard, the 
an? ep Continuous Draft format attracts a lot pf players too. Every now and then, we run a ‘Highlander’ 
=N Magnetic Mountain...U3 600 600 200 1 tournament (‘There can be only one’ of each card in your deck, that is), and | think Arena play- 
¢ Merchant Shi U3 8.00 5.00 3.0 iS . fe 
Renaissance was produced in French, German, and Italian to : Mijae Djinn... U2 10.00 700 = 30 ers would be interested in that OF d Season, 
make available in those languages all of the cards that appeared Moorish Cavalty.nuC5 500 2.5 30 2 0.25 
i i $ Mountain C1 8,00 5.00 200 4 - ‘ . : c 
tla esac ex vt fen cal tatiaay us 350 With 2 few exceptions, everyone's favorite Arena prize has to be the alternative art cards, like 
appeared in Legends or The Bark i eee UMN ay a i : ie Counterspel, Incinerate, and the Arena lands. A couple of customers collect the oversized Magic 
+ Oublie 1 i ‘ { 3 ? 
Compete Set $120 $100 $80 3 Pyramids. U2 2500 2063 1200 2 cards and build decks with them, but thats not nearly as popular as the small cards, 
Booster Display.. 100 67 eh H Repentant Blacksmith..U2 7.5 400 1.00 2 & 
Booster Pack 395, 300 250 2 : Ring of Mardf. U2 40.00 311 1500 2 1.00 
Typical Card. 100 025 020 i Rukh Egg... 03 16.00 10 §.00 2 
: Sandals of Abdallah.....U3 10.00 600 4.00 2 : : 
Ball Lightning $8.00 $500 4 : Serendib Djin U2 30,00 20, 10.00 3 : Mishra’s Factory (Smr)..U 12, j i i All Hallow's Ev 3 
Carrion Ants . 2.00 100 025 1 : Serendib Efreet.. U2 30.00 2500 1200 4 : Mishra's Factory (Wtr)..U 20,00 10.10 600 4 0.10 : Angelic Voices 10.00 1000 500 1 
CoP: Artifacts 200 100 0.25 y Shahrazad U2 28.00 20. 10.00 2 1 Mishra’s War Machine...U 4, 3 1 ‘ Angus Mackenzie 12.00 1000 500 2 
Clockwork Avian 200 025 0.25 4 Sindbad U3 10.00 51 200 2 ; Mishra’s Workshop .......0 i 00 12,00 4 ‘ Anti-Magic Aura... 200 100 030 1 
Colossus of Sardia. 6.00 100 025 t Singing Tree. U2 40,00 30.00 2000 2 i Obelisk of Undoing... 4, 1.50 1 0.50 i Arboria 500 4.00 300 1 
Cosmic Horror... 300 0.25 = 025 ¢ Sorceress Queen U3 10.00 8 4.00 2 5 Onule / 2 1 : Arcades Sabboth. 15.00 1360 500 2 
Crimson Manticore. 200 025 0.25 + Stone-Throwing Devils.C4 6.00 5) 2.00 2 ; Phyrexian Gremlins...... 0: 0.30 {Arena of the Ancients..... 800 6.00 400 2 
Fellwar Stone 2.00 1.00 025 H Wyluli Wolf... 5. 699 4 1.00 1 ; Power Artifact 4 1.50 1 ; Axelrod Gunnarso 10.79 10.00 4.00 2 
Inferno...... 3.00 63 .25 i Ydwen Efreet. U2 12.00 10, 400 2 i Powerleech.... it 15 F Ayesha Tanaka. 10.00 600 300 2 
Juntin Efreet 300 025 0.25 : Primal Clay 200 1 Azure Drak 400 300 200 1 
Killer Bees 3.00 2.00 25 Rack, The... 2 1.0 i Backdraft... 400 300 300 1 
Kismet..... 200 100 0.25 Rakalite 200 1 400 300 200 1 
Land Tax.. 400 400 200 2 : Rocket Launcher. 3 1,00 2 } Barktooth Warbeard 400 389 250 1 0.44 
Leviathan 400 1.00 0.25 Complete Set $350 $287 $250 5 } Shapeshifte 4 151 ? Bartel Runeax 15.00 10.00 500 2 
Mishra’s Factory 6.00. 4.00 300 3 Booster Display.. 950 900 800 4 : Shatterstorm.. i 4 1.6 : Beasts of Bogardan.. 400 «250 100 1 
Spirit Link... 4, Booster Pack ie) 4 Strip Mine (Narrow Steps).U 10. 800 400 3 $ Black Mana Battery .. 5.00 400 200 1 027 


Phone: 888-844-8262 
Outside U.S.: 319-338-0086 
Fax: 319-338-1663 


Mail: Iguana’s Comic Book Cafe 
123 N. Linn, Suite 1-A 
lowa City, i ot 


l-BeBese-Baag -22 S2 


www. iguanas-cbe. com 


GUSTOMIZABLE BARD GAME” 
i, 


The Gathering 


-341-5611 (24-Hours) 


International: 323-341-5600 


nail: Ugaming@aol.com 


Web site: 
www.ticards. COI 


Now with Secure Online DAILY GAME PLAY 


|ONED TOURNAMENTS 
Mailing Address: 
, P.O. Box 41-1148 
Los Angeles, CA 901 


Wi cept: 
Money Ord 


Prices are sul t to change ° No cancellations on pre-order: Il sales are final 
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Blood Lust...... 
Blue Mana Batte 
Boris Devilboon 
Brine Hag... 
Bronze Horse... 
Brute, The. 
Carrion Ant 
Cathedral of Serra 


Chains of Mephistopheles 
Chromium 
Cleanse. 
Cocoon. 
Concordant Crossroads...R 
Cosmic Horror 
Craw Giant 
Crevasse..... 
Crimson Kobolds.. 
rimson Manticore 
rookshank Kabolds, 
Dakkon Blackblade.. 


isharmony.... 
Divine Intervention. 
Divine Transformation .. 
Dream Coat 
Dwarven Song... 
Elder Land Wurm 
Elder Spawn... 


Equinox 
Eternal Warrio 
Eureka... 
Evil Eye of Orms-by- Gore U 
Fallen Angel. 
Falling Stai 
Field of Dreams .. 
irestorm Phoenix... 
loral Spuzzem... 
‘orce Spike. 
Forethought Amulet 
Fortified Area 
Frost Giant 
Gabriel Angelfire 
Gauntlets of Chaos. 
Glyph of Life. 
Gosta Dirk 
Gravity Spher 
Great Defender.. 
Great Wall Al 
Greater Realm of Pres 


Green Mana Battery. 
Gwendlyn Di Corci.. 
alfdane.... 
lammerheim. 
jazezon Tamar. 
eaven's Gate 
Hell’s Caretaker. 
Hellfire...... 
lorn of Deafening. 
lorror of Horrors... 


Imprison 
in the Eye of Chaos. 
infernal Medusa 
Infinite Authority 
invoke Prejudice. 
lvory Guardians 
Jacques le Vert. 
Jasmine Boreal 
Jedit Ojanen 
Jerrard of the Closed Fist 


Kasimir the Lone Wolf 
Kei Takahashi 
Killer Bees... 
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0.03 


025 


0,50 


0.52 


003 : 
Pavel Mall 
: Pendelhaven.. 
3 Petra Sphinx. 
Pixie Queen... 


O12 : 
; Primordial Ooze.. 
? Princess Lucrezi 
040 : 


0.05 : 


0.50 
0.50 


0.50 


: Kismet. 
£ Knowledge Vault. 
005 
} Kobol 
? Kobol 
: Kobolds of Kher Keep...02 
Key Shield. 
: Lady Caleri 
; Lady Evangela 
i Lady 


: Land Equilibrium. 
Land Tax... 


i Living Plane... 
: Livonya Silone 


{ Mana Drain 
i Mana Matri 
; Marble Priest 
£ Marhault Elsdragon. 
} Master of the Hunt... 
} Mirror Universe... 


: Mountain Stronghol 
: Mountain Yeti 
} Nebuchadnezzar. 
i Nether Voi 
; Nicol Bolas 
: North Star 
: Nova Pentacle 


} Pyrotechnics. 
$ Quagmire. 
$ Quarum Trench Gnomes. 
} Rabid Wombat. 


: Red Mana Battery .. 
} Reincarnation... 
: Relic 
¢ Relic Bit 


Ring of Immortals. 


¢ Sofkanar the Swamp King.R 


Kobold Drill Sergean 
Overlord 


Taskmaster. 


the Mountain, The. 
ady Orca... 


and’s Edge... 
esser Werewolf. 
ife Chisel. 
ife Matrix. 
ifebloo 


ord Magnus... 


alladia-Mors 
art Water 


lanar Gate... 
radesh Gypsies, 
Presence of the Master.. 


Psionic Entity. 


‘adjan Spirit. 


asputin Dreamweaver...R 


eset... 


iven Turnbull... 
‘ohgahh of Kher Kee 
Rubinia Soulsinger....00 
Sea King’s Blessing 
Seafarers’ Quay. 


Serpent Generator... 
Shield Wall 
Shimian Night Stalker 
Silhouette... 


Spectral Cloak.. 
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0.50 


0.50 


0.50 


0.47 


0.13 


0.50 


0.28 


1.00 


0.45 


0.50 


Spinal Villain 

Spirit Link. 
Spiritual Sanctuary. 
Stangg 

Storm Seeker 
Storm World 
Sunastian Falconer 
Sword of the Ages.. 
Sylvan Library, 
Sylvan Paradise. 
Syphon Soul. 
Tabemacle at Pendrell Vale,. 
fakklemaggot...... 
lelekinesis, 
Teleport... 
Tempest Efreet.. 
Tetsuo Umezawa 
hunder Spirit... 
lime Elemental. 


Torsten von Ursus... 
Touch of Darkness. 
riassic Egg, 

luknir Deathlock 
yphoon.... 
Undertow. 
Underworld Dream: 
Unholy Citadel... 
Untamed Wilds. 
Ur-Drago.. 


Voodoo Doll... 
Wall of Caltrops.. 2.00 
Wall of Dust... 4.00 
Wall of Light. 4.00 
Wall of Opposition... 10.00 
Wall of Putrid Flesh 5,00 
Wall of Tombstones 4.00 
Wall of Wonder. 4.00 
Whirl [ 5.50 
Whit 5.00 
Willow Satyr, 12.99 
Winds of Chang §.00 
Winter Blast. 10.00 
Wolverine Pack.. 2,00 
Wood Elemental, 10.49 
Wretched, Th 16.00 
Xira Arien 12,00 


Complete Set ; $147 
Booster Display. 4 375 
Booster Pack. 3 8.25 
Typical Common I 0.25 


$3.6. 

2.0 

Apprentice Wizard.. i 1.0 
Ball Lightning i 0 
Banshee..... 


Blood of the Martyr 
Bone Flute... 
Book of Rass. 
Brothers of Fire . 
Cave People... 
City of Shadows. 

~ Cleansing.. 
Coal Golem 
Curse Artifact 
Dance of Man 
Dark Heart of the Wood .C: 
Dark Sphere... 
Diabolic Machine 
Eater of the Dead 
Electric Eel.... : 
Elves of Deep Shadow..U 
Eternal Flame 
Exorcist. 
Fallen, The 


| DARK 


$80 
300 
4.00 
0.10 


$1.50 
0.50 
050 
6.50 
0.50 
1,00 
3.00 
0.50 
0.50 
0.75 
0.50 
0.50 
1.00 
200 
1.00 
050 
1.50 
0.10 
1.00 
0.50 
1.00 
050 
4,00 
1.00 
1,00 
050 


2 Dwarven Hol 
: Dwarven Lieutenant 
: Dwarven Ruin 
: Ebon Praetor... 
BE Ebon Stron 
© Elven Lyre... 
} Elvish Farmer. 
} Farrel's Mant 
} Farrelite Priest 
} Feral Thali... 


Fasting, 

Fellwar Stone..... 
Fire and Brimstone 
Fire Drake 

Flood... 

Fountain of Youth.. 


Frankenstein's Monster... 


idden Path.. 


Inferno 
Knights of Thorn 
2 Leviathan. 
Living Armor. 

£ Lurker 

: Mana Clash... 

$ Mana Vortex 

E Martyr's Cry. 

} Maze of tt... 

: Merfolk Assassin. 
: Mind Bom 

+ Nameless Race . 
£ Necropolis 
Niall Sivait 

$ Ore General... 

} People of the Woods... 
£ Preach nn 
£ Psychic Allergy... 


; Scarwood Hag... vl 
} Season of the Witch 

£ Sisters of the Flam 
Skull of Orm.. 

$ Sorraw’s Path 


3 Tormod's Crypt... 
} Tower of Coireall 
} Tracker. 

£ Unole Istvan... 
£ Wand of Ith.. 

: War Barge. 

+ Whippoorwill 


Witch Hunter. 
Worms of the Earth 


$ Wormwood Treefolk 


} Complete Set 
} Booster Display.. 
£ Booster Pack. 
£ Typical Common 


: Aeolipile 
Balm of Restoration 


£ Deep Spawn.. 
} Delif's Cone 

} Del's Cub 

} Derelor. 

£ Draconian Cylix.. 


High Med Low TR 


2.00 100 100 1 
400 225 1.00 1 
2,00 1.50 1,00 1 
200 1.00 050 i 
2.00 1.00 050 1 
2.00 1.00 050 1 
8.00 500 300 1 
075 0.25 O10 1 
100 0.25 «60.10 1 
800 518 200 1 
600 400 1,00 1 
600 400 200 1 
600 500 200 1 
700 4.38 = 200 1 
800 550 400 2 
2.00 1.00 050 1 
$00 273 1.00 1 
400 300 1,00 1 
5.00 4.00 1,00 1 
5.00 3.00 1,00 1 
14.00 10.00 600 3 
5.00 400 200 1 
279 200 100 1 
600 400 1,00 1 
228 200 1.00 1 
400 300 1,00 1 
2.00 1.00 050 1 
2,00 1.50 050 1 
13.00 10.00 400 2 
519 4.00 1,00 1 
449 3.00 100 1 
400 2.00 1,00 2 
2,00 1.00 050 1 
5 1 
3.0 1 
6 1 
1 
1 
1 
1 
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1 
1 
1 
1 
2 
1 
2 
1 
1 
1 
1 
1 
1 
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3.00 1.00 
2.00 1,00 
3.00 1.00 
1.00 0.50 
375 1.00 
1.00 0.50 
400 1,50 
3.00 1,00 
1.00 0.50 
1.50 1,00 
4.00 1,00 
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ai 1.00 0.50 
2.60 2.00 1.00 
2.00 1.50 0.50 
200 1.00 1,00 
7004.13 2.00 
300 1.75 0.50 
400 200 1,00 
400 200 1.00 
2,00 200 1.00 
5.00 300 1.00 
4.25 3.00 1.00 
439 295 1.00 
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ns 


0.12 
0.05 


Hand of Justice 
lavenwood Battlegroun 
Heroism 


lomarid Spawning BedU 
lymn to Tourach 

catian Lieutenant... 
catian Phalanx. 

catian Priest 

catian Skirmishers. 
Icatian Store 

lcatian Town 

implements of Sacrifice . 
: Orcish Captain 

: Order of Leitbur 3 
} Order of the Ebon HandC3 
: Org U 
; Raiding Party 3 
} Rainbow Vale 
Ring of Renewal 
£ River Merfolk 

£ Ruins of Trokair, 
} Sand Silos 

£ Seasinger 

: Soul Exchange... 
i Spirit Shield. 


i Thelon’s Chant.. 
} Thelon's Curse 
: Thelonite Dru 


0,22 
0.05 


: FALLEN EMPIRES | 


} Thelonite Monk. 

£ Thrull Champion 

£ Thrull Retaine! 

¢ Thrull Wizard. 

} Tidal Influenc 

} Tourach’s Chant. 

$ Tourach’s Gat 

: Vodalian Knights 

} Vodalian War Machine. 
i Zelyon Sword. 
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High Med Low TR 
400 2 00 1 
2.80 
0.50 
1.00 
4,00 
5.00 
2.00 
1.50 
3.90 
1.50 
1.50 
0.75 
3,00 
1.00 
1.00 
3,00 
4.00 
4.00 
2.00 


$100 3 
80 4 


Item 


} Booster Pack. 
£ Starter Display... 
} Starter Deck. 
} Typical Common 


i Abyssal Specter 

$ Adarkar Sentinel 

3 Adarkar Wastes. 

2 Aegis of the Meek.. 
4 Aggression 

i Altar of Bone 

} Amulet of Quoz.. 
Anarchy... 

£ Arcum’s Sleigh 

£ Arcum's Weathervane. 
} Arcum’s Whistle 
Ashen Ghoul. 

£ Avalanche 

: Balduvian Conjurer... 
; Balduvian Hydra 
Hl Baton of Morale 

; Battle Cry 

5 Binding Gras 

2 Black Scarab 


£ Blue Scarab.. 

£ Brand of Ill Omen... 
+ Breath of Dreams.. 
: Brushland 

£ Call to Arms.. 

+ Caribou Rang 

H Celestial Sword. 
d Centaur Archer... 
: Chaos Lord.... 

: Chaos Moon... 


£ Conquer... 


? Counterspell 

} Crown of the Ages.. 
} Curse of Marit Lage 
$ Dance of the Dead .. 
Deflection 

£ Demonic Consultation 
: Despotic Scepter. 
} Diabolic Vision 

i Dread Wight... 

: Dreams of the Dead 
Drift of the Dead, 


Drought. 
Dwarven Armory 
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High Med Low TR +/- 
2 [kin Bottle 400 31 1.99 Marton Stromgald... 8 5.00 2.00 
° i during Renewal . 70 5 200 2 Melee... 1 00 025 
Presale wT G Energy Storm 500 300 200 Melting. 1 0 0.25 
* ‘ ssence Vortex... 1 0.25 Mercenaries. 400 300) 1 
$72 Ais box ; Se anatical Fever... 1 00 025 ? Merieke Ri Berit 500 300 200 
. cow iery Justice. 4 3. 2  Mesmeric Trance... 400 300 1.00 
D k S 2) ral C = ire Covenant 2: 0 025 Mind Wa 2.00 0 035 
: ar T e€ Omics lame Spirit. U 100 100 025 Mind Whi R 400 300 1.00 
. . = looded Woodlands 400 300 2! Minion of Leshrac... 600 400 200 
4800 White Lane - Suite G ° Bakersfield, CA 93309 low of Maggots.... 4 i i Minion of Tevesh Szat.... a 400 200 
: ph: (805) 833-2773 + fax: (805) 833-2774 orbidden Lore.. 400 300 15 Mole Worms 100 1.00 025 
| email: darksidecomics@juno.com Force Vid.. 100 100 025 Monsoon. 400 300 1.50 
‘orgotten Lore... 1 1.00 035 Mountain Titan. 400 300 1.50 
om ormation... 400 300 1 Mudslde. 400 300 1.00 
VI. OPEN 7 DAYS NOON—7PM (PT) reyalise Supplicant... 1 .25 Musician. 400 3, 1.00 
teyalise’s Charm. 1.0 00 0.25 Mystic Might..... R Al 3 wh} 
* OFFER GOOD PRIOR TO 7 DAYS BEFORE NATIONAL RELEASE DATE. Freyalise's Wind 400 3 \ Neore daleman: U 100 1.00 0.25 
s umarole... 100 100 0.25 } Naked Singularity... 409 3.00 2.00 
Fyndhorn Bow.. 2 ul 25 1 : Nature's Lore U 1.00 1.0 .25 
Fyndhorn Elder. 200 100 035 1 : Necropotenc R 8 6.00 400 4 
Fyndhorn Pollen 4I 1.50 Oath of Lim-Dal 400 300 199 
Game of Chaos. 400 300 150 1 Onyx Talisman.. 1 00 0.25 
General Jarkeld....u.d §00 3, 50 ? Orcish Cannoneers 1.01 00 0.25 
P Ghostly Flame... 500 300 200 1 c Orcish Healer..... ip 0.25 
Giant Trap Door Spider... { O viva i Oreish Librarian. 4 3.00 50 
Glacial Chasm... ai 4 .25 1 } Orcish Squatter 600 345 2 0.05 
& Glacial Crevasse 400 3, 1.00 Order of the Sacred TorchR 5 3.00 1.99 
Glacial Wall.. 00 1 25 1 } Order of the White Shiel 2.0 5 
Glaciers... 400 3, 1.99 2 Pale BEALS. A 300 2 
5 Goblin Lyre... 400 3.0 00 1 : Pentagram cf the es si 4.00 2.0 0.10 
5623 Williamson Road, NW - Roanoke, Virginia 24012 Goblin Mutan o 035 ; Phantasmal Mount 100 100 0.25 
ph: (540) 362-4400 + fax: (540) 265-0544 ae f) fieceeeed fp 
e-mail: Outpost1@starcityccg.com Green Scarab. 100 100 025 1 POK 600 400 200 3 
° Hallowed Ground. { { .25 Pygmy Allosaurus .. 4 00 2 
Www. starcityccg. com Hal of Mis. 400 300 100 1 itd 230100035 
lecatomb. 7 5 200 2 Reality Twist R400 300 21 
AG Gre Hematite Talisman. 1 O .25 Reclamation. R 4 00 15 
L ipparion... 1 ! 25 ed Scarab. U 1.00 1.00 0.25 
Specializing i in The Gathering singles Hot Springs.. 400 300 15 Ritual of Subdual nn 500 300 2 
lurricane. 1 .25 iver Delta... 4 3.00 1.00 1 
Hyalopterous Lemure..... VW 0 25 uned Arch... Ro 4 3.00 2.0 
Hymn of Rebirth 2 25 Sacred Boon Ua 00. 0.25 1 
ce Cauldron 5,0 2.00 U 1.00 «100° 025 1 
ce Floe.. 2.00 1.0 39 2 R 8 00 «3.00 2 
Call Toll Free for ceberg.. 400 100 025 Shield of t U 200 1.00 0.25 
Icequake 3.00 13 (0.75 Shyft.... 5 300 15 
ri 1) J ri re Ci " cy Manipulator U 900 75 450 2 Sibilant Spi R 6 4.25 2.0 0.12 
r2 ra cy Prison... 400 300 199 1 Silver Ern i 00 035 
| | a SE p LU llusionary Presence... 400 31 1.0 Skeleton SI R 500 3 2.0 
llusionary Terrain ... 1 00 025 1 Skull Cata 2 0 025 
si, llusions of Grandeur......R 5.0 i 2.0 Sleight of Mind. 2 { 35 
EG 1S NCINELALE rnd — Od 20 04 Snow Fortress. 4 3 5 
BMG infernal Darkness. RSE { 50 1 Snow Hound 100 1.00 0.25 
Wa RS IX Infernal Denizen 500 300 15 Snowblind 400 300 10 
GUSTOMIZABLE CARD GAME i | ae Infinite Hourglass.. Ro Af 3.00 200 1 Soldevi Gole 4 300 1.0 
a Jester’s Cap.. R 22.00 15.00 10.00 4 Soldev Machinist. 1 00. 0.25 
Jester’s Mas! R124 00 500 2 Soldevi Simulacrum a 00 0.25 
Plus a Fu Il Li ne of Other C G's Jeweled Amulet 100 100 025 Soul Barter, 100 100 025 
Johtull Wurm U aa 00 0.25 1 Spectral Shield. 2.0 00 0.25 
Joku RBI 0 =300 3 Spoils of Evil 4 i 99 
Justice... U 200 35 Spoils of War... §00 300 1.99 
Karp 6.00 5.0 200 3 Staff of the Ages... 4 0 99 
Karp 1 O 25 1 5 3.00 2.00 
Karplusan Yeti... 500 3. 200 1 2 1 35 
Kjeldoran Elite Guard.....U 1 00 0,25 1 00 025 
Kjeldoran Frostbeast.... 1 Of 35 Storm Spirit. §.00 3.00 15 
Kjeldoran Knight... 400 300 14 Stormbind 498 300 3 0.02 
Kjeldoran Phalanx.......0R 400 3, Ot Stromgald Cabal... §00 3: 2.0 
L O W WH O L ESA L EF Kjeldoran Royal Guard...R 5.00 3.00 201 Stunted Growth R a 3.00 2.0 
Kjeldoran Skycaptain...... 1.0 : 0.25 1 Sulfurous Springs . R 5 2.00 3 
P R | a E 5 Knight of Somgald....U 200 1.00 035 SumstONe 00 05 
Krovikan Elementalist...... 1 .25 Swords to Plowshares..... 2 d 715 
Krovikan Vampir 3 0.35 hermokarst. 2. 00 4 
Land Cap... 4 a 1.00 houghtleec! 00 100 025 
Lapis Lazuli Talisman...... VJ 1.25 hunder Wall..... J 25 
Lava Tubes... 4) 3. 1.00 Timberline Ridge... 4. 300 «10 
Leshrac’s Rit 1.00 .25 ime Bomb. 5. i 2.01 
Leshrac’s Sigil... 1 25 fotal War. 4. 3.00 1.0 
Lhurgoyf... 15 i 00 4 fouch of Vitae... i 25 
Lightning Blow. 400 300 1.50 railblazer 400 300 10 
Lim-Diil’s Hex... 1 00 0.25 Underground River 5. 00 3 
Lost Order of Jarkeld...... 429 3.0 59 0 0.25 
Lure..... 1 0 .25 J 35 
Madldening Win 100 100 025 400 300 1.00 
Checks Magus of the Unseen.....R 51 00 200 Venomous Breath.. 00 100 025 
Malachite Talisman......... 1 00 0.25 Vertigo... 1 0.25 
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Item : High Med Low TR +/- Item High Med Low TR +/- tem High Med Low TR +/- Item 


Vexing ArCAMix...cssasnseseee 6 400 2.00 Merchant Scroll C 0.50 0.05 0.02 Mishra's Groundbreaker 1 1.00 050 1 ‘ Starter Deck 9. 95 7165 3 
Vibrating Sphere 4 3.00 99 Mystic Decree ... U 5.00 00 0.50 Misinformation ... 200 1.00 050 : Typical Common 0.25 1 .05 
Walking Wall 1.01 00 035 1 Narwhal.. U 300 200 050 0.12: Mystic Compass 150 1.00 0.50 : 
Wall of Lava..... 1 00 025 Orcish Mine .. 3 00 089 040 0.04 100 1 050 1 ? Abyssal Hunter.. $500 $325 $199 1 0.25 
Wall of Pine Needles... 100 1.0 25 Primal Order U 00 «4.50 2.00 1 100 0.50 ; 500 300 200 1 
Wall of Shields. U 00 0.25 Prophecy € 028 013 005 1 0.03 : Nature's Wrath. 500 4.00 2.01 400 300 21 
War Chariot... 100 «1.00 = 025 : Rashka the Slayer.......U3 1.50 1.00 0.50 1 men of Fire 5 3.99 2.00 0.24 170 1.0 .25 
Whalebone Glider... 1.01 00 25 } Renewal C 050 018 005 0.03 : Phantasmal Sphere 400 300 200 100 075 025 
White Scarab. 1 00 025 : Retribution U3 1.00 095 0.40 0.06 ; Phelddagrif....... 5.00 4 2.00 2 5.00 4.00 200 2 
Whiteout.. 100 100 0.25 } Reveka, Wizard Savant... 300 200 100 1 : Phyrexian Devourer. 500 3.00 20 H 40 0 99 
Wiitigo 500 300 1.99 ? Root Spider. 100 075 040  Phyrexian Portal 500 300 200 ? Ance 500 400 200 
Wind Spit U 100 1.00 0.35 F R0OtS sn 00 080 040 0.02 : Pillage... 300 200 1.00 1 2 Ashen Powder... 500 300 19 
Wings of Aesthir 200 1.0 35 ? Roterothopte 90 «025 «0.05 Primitive Justice i { 050 1 } Asmira, Holy Avenger.. 5 3.00 1.99 1 
Winter's Chill 400 3.0 00 $ Rysorian Badger. 00 «1.50 0.50 ? Pyrokinesis.. 15 ! 50 1 $ Auspici 400 300 151 
Withering Wisps, 1.09 00 25 : Sea Sprite... 3 50 1.00 50 1 H Ritual of the Machine...... §00 4, 25 ; Bad River 1 0.75 3 
Word of Blasting... 100 100 025 : Sea Troll 3 100 075 040 ? Rogue Skycaptait 600 340 251 : Barbed Foliage... 100 075 025 
Wrath of Marit Lag 400 300 199 : Sengir Autocrat. U 440 300 150 1 i Royal Decree §.00 340 250 1 : Barbed-Back Wurm. 1 0.75 = 0.25 
Yavimaya Gnats.. 1.0 00 035 : Serra Aviary.. U §00 300 1.00 1 : Scarab of the Unseen....U 1.0 1 .50 : Barreling Attack 400 300 19 
Zur’s Weirdin 5.00 4.00 200 2 3 50 0.18 0.05 1 003 : Scars of the Vetera 1.00 100 O85 + Basalt Golem 1 099 «03 0.12 
Zuran Orb 400 275 1001 010 : 3 100 075 030 : School of the Unseen.. 100 1.00 05 : Bazaar of Wonders. 600 400 200 2 
Serra Paladin C 050 018 005 1 003 Seasoned Tactician. 100 1.00 05  Benthio Djinn 500 300 200 
? Serrated Arrows C 200 075 O10 1 012 ; Sheltered Valley §.00 39! 250 1 i Blighted Shaman 1 75 0.25 
: Soraya the Falconer......U 319 200 1,00 1 > Shield Sphere 151 00 0.50 1 > Blin 1.00 = 0.75 25 
} Spectral Bears... 3 200 100 O50 1 ? Sol Grail. 3 J 5 2 Blindi 100 075 025 
Complete Set $75, $65 | $25) 2 : 250 150 0.40 0.25 ; Soldevi Digge 295 2 : 400 300 20 
Booster Display.. Bo) 12 Hea) 2 : 300 200 0.50 0.15 } Soldevi Excavations 3.00 2 H 400 300 200 1 
Booster Pack. ie) = 1.59 yh : Veldrane of Sengir.. 400 200 050 : Soldier of Fortune... 050 1 ; Burning Palm Efree! 1.00 075 .25 
Typical Common 0.25 010 005 : Wall of Kelp.. 200 150 050 0.50 ; Spiny Starfish 0.50 1 H Cadaverous Bloom.. 100 «575 =6200 3 
} Willow Priestess. 400 228 1.00 1 ? Splintering Wind 200 1 ? Canopy Dragon... 700 5: 3.00 2 
Abbey Gargoyles ....0 3 $2.00 $1.00 $0.5 $ Winter Sk 300 150 050 1 + Storm Cauldron. 295 1 0.37 } Carton..... 500 300 19! 
Ather Storm U3 ne 1.00 050 1 $ Wizards’ School... 150 075 O40 1 Storm Elemental 0.50 1 : Catacomb Drago 800 6.00 0 
An-Hawa Constable..uW 800 1.60 05 : :  Stromgald Spy... 050 1 Celestial 1000 725 295 2 
An-Hawva Inn 3 an 082 040 007 : a ; Suffocation... 0.50 1 : Cerulean 100 0: Wh) 0.12 
An-Hawa Township 150 075 040 ALLIANCES Surge of Strengt 050 1  Chaosph 500 300 2 
An-Zerrin Ruins... 400 2. 0.5 H } Sustaining Spirit. 200 1 ? Charcoal Diamond 200 1 
Anaba Ancestor.. 300 200 1.00 1 } Complete Set $200 $162 $100 4 250 : Swom Defender. 200 1 0.25 : Chariot of the Su 100 075 025 1 
Anaba Spirit Crafter 319 2.00 1,00 } Booster Display.. 190 145 95 3 } Thawing Glaciers 5,00 4 } Choking Sand 0.30 1 0.05 
Apocalypse Chime... x 200 0.50 1 0.30 : Booster Pack. 500 400 300 3 ? Thought Lash. 2.00 1 ? Cinder Cloud... 100 075 025 
Autumn Willo 800 600 400 3 $ Typical Common 0.25 010 005 1 H Tidal Control. 200 1 } Circle of Despair. 600 3. 19 
Aysen Abbey. 150 075 040 H ? Tornado 1 : Consuming Ferocity..... 1.00 075 0.25 
Aysen Crusader. 3 2 0.50 } Arcane Denial C4 $1.50 $0.25 $010 1 : . 
Aysen Highwa' 3 200 1,00 1 $  Ashnod's Cylix §00 399 200 1 
Baki's Curs 250 1.5 40 } Balduvian Dead.. 100 100 050 1 
Baron Sengir. 800 600 400 2 H Balduvian Horde.. 20.00 1400 800 3 
Beast Walkers 300 150 0.50 : Balduvian Trading Post..R 800 500 300 1 | P 
Black Carriagi 300 2. 50 $ Bounty of the Hunt. 1.00 1.00 050 1 John Thomas 
Broken Visage 300 200 050 Browse. 200 1.00 050 1 912 Adams 
amr i feted BE nt E310 
i f , : Chaos Harlequin. 460 300 200 1 
Chandler 050 0.18 0.05 1 003 : Contagion. 200 1.00 050 2 434-9350 
Clockwork Gnomes. 0.50 23 0.05 0.03 $ Deadly Insect. 100 020 010 1 aa 
Clockwork Steed 050 025 005 1 002 ; Death Spark 100 100 050 1 az00.cOM 
Clockwork Swart 05 23 0.05 .03 3 Diminishing Returns 700 «500 295 2 
Coral Reef...... 050 018 005 0.03 : Diseased Vermin 100 100 050 1 c p 
Daughter of Autumn... 300 200 0.5 E iDysiopal. 500 400 250 2 People mostly play Arena at my store. Sealed Deck is probably the favorite format outside-of Arena, 
Death Speake 1.0 82 0.25 07 ; Elvish Bard. 100 100 050 1 
idgeridoo 400 235 1.0 035 } Elvis 100 100 050 1 : s ae 
rudge Spell. 100 1.00 040 1 005 : Energy Arc 100 100 050 All Arena formats have been well received here, with ten to twenty people signing up to play 
Dwarven Pony 2.0 13 05 13: Exile 800 600 300 i i H i i 
earecieite Bh eh Rs every month, but | think the first time they did a Continuous Draft was the most fun. 
Ebony RhINO.nnnnnnnl 0,5 25 0,05 02 ; Fatal Lore.. 5.00 350 200 1 
Eron the Relentless......U3 3,00 1.38 O60 1 0.38 : Feast or Famine.. 035 #015 04 0.05 ‘ ral h Lor 4 5 ‘| 
anette We as nee Epona Dan. fat aa Be / think the league is fine the way it is now. The only thing 1 would like to see is faster pro 
Faerie Nobl 400 300 10 122 Force of Will. 400 300 1.00 2 cessing of the stats on the Web. Getting their names up there is part of the prize structure. 
Feroz’s Ban 300 1.70 1.0 10} Gargantuan Gorill 6.00 4 2.00 ‘ ‘ A ‘ . 
Forget Be 20098 1005} Gora Shaman. fe us Mon Fveryone likes to be in the spotlight. | understand it takes time to process, but faster turn 
uneral March 050 018 005 103 $ Guerila Tactics nnenCS 035 020 O40 1 001 around on posting the ratings would be nice. 
Ghost Hounds. Ol 0.89 25 : Gustha’s Scepter. 400 350 200 1 0.05 
Giant Oyster Ot 095 0,40 .06 ; Hail Storm 1.50 1.00 0.50 
Grandmother Sengir. 400 200 060 } Heart of Yavimay: 600 400 295 2 
Greater Werewolf. 0.3: 18 0.05 03: Helm of Obedienc 15.00 1095 400 2 : 
lazduhr the Abbot. 300 200 050 1 030 : Inheritance | 1.50 1.00 0.50 Unlikely Alliance... ? Coral Fighters... ! 
leadstone 2! 18 0.05 .03 4 Wory Gargoyle 700 «5.00 300 2 ‘ Urza's Engine... a 200 100 0.50 : Crash of Rhino: 3 0.10 0.05 
$00 150 0.50 ; Juniper Order Advocate.U 2.00 1.00 0.50 } Varchild’s War-Riders.....R 700 4.13 2.50 0.13 : Crimson Hellkit 1000 750 300 2 050 
3.0 60 1.00 2 10 : 625 4.25 2.00 } Viscerid Drone..... 1.00 100 050 $ Crimson Roc... 00 075 025 
2.01 O 50 : 500 4.00 200 f Wandering Mage... 5.00 320 200 1 , Crypt Cobra 100 075 0.26 
251 00 050 : Kjeldoran Home Guard... 100 100 050 : Whirling Catapult. 400 225 0.95 : Crystal Golem... 15 25 
ki 018 0.05 0.03 : Kjeldoran Outpost.........R 13.00 10.00 700 4 : Winter's Night 400 300 200 ; Crystal Vein 59 1.00 30 
050 018 005 }03.  Krovikan Horro .R 500 340 200 P Yavimaya ANS ummm 200 1.00 0.60 ? Cursed Totem... 500 400 200 2 
Joven's Ferret 050 0.20 005 1 002 : Krovikan Plague. 1.00 1.00 050 : Cycle of Life 400 300 1.99 
joven's Todls.. 50 082 050 0.07 } Lake of the Dead........ 1200 1000 600 4 : ? Daring Apprentice 500 300 1.99 
Koskun Falls. 300 200 0.50 12} Library of LattNam.......R 600 4.00 250 . ? Decomposition. 0 075 025 
Koskun Keep . 00 075 040 } Lim-Dol's Paladin. 200 1.00 0.50 : ? Delirium. 00 100 025 
Leaping Lizard 50 0.20 05 1 0.02 : Lim-Dal's Vault.... U 200 1.00 050 ; Complete Set... $250 $200 $125 ; Discordant Spirit... §.00 300 200 
Leeches...... 250 150 0.50 .50 : Lodestone Bauble ~R 600 4.00 200 2 : Booster Display 105 89 Ta 3 : Dissipai 3.00 1.50 50 2 
Mammoth Harness .. 200 1.50 0.50 0.50 : Lord of Tresserhorn.......R 900 600 300 1 ? Booster Pack... 300 295 250 2 Divine Retribution 400 300 1.50 
Marjhan : Misfortune. aR > Starter Display 100 90 80 3 0.02 : Dread Specter. 00 0.75 25 
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Dwarven Miner. 
Early Harvest... 
Elixir of Vitality. 
Emberwilde Caliph 
Emberwilde Djinn 
Energy Bolt 
Energy Vortex... 
Enlightened Tutor. 
Ersatz Gnomes 
Ether Well. 
Ethereal Champio 
Fallow Earth..... 
Favorable Destiny 
Femeref Archers.... 
Final Fortune... 
Fire Diamond.. 
Flame Elemental... 
Flash 
Flood Plain... 
Floodgate..... 


sow) 
R 
U 
R 
R 
R 
R 
U 
U 
U 
R 
U 


Forsaken Wastes... 
Frenetic Efreet 
Goblin Scouts . 
Goblin Soothsayer. 
Grasslands... 
Grim Feast 
Grinning Totem. 
Hakim, Loreweave 
Hall of Gemstone... 


Harbor Guardian... 
Harmattan Efreet 
Haunting Apparition... 
Hazerider Drake. 


Incinerate....... 
Infernal Contract. 
Iron Tusk Elephant. 
Jabari's Influence 
Jolrael's Centaur.. 
Jungle Patrol. 


Kaervek’s Purge... 
Kaervek’s Torc! 
Karoo Meerkat 
Kukemssa Pirate: 
Lead Golem.... 

Leering Gargoyle. 
Lion's Eye Diamond. 
Locust Swarm 
Lure of Prey... 
Malignant Growth 
Mana Prism.... 
Mangara’s Blessing . 
Mangara’s Equity. 
Mangara’s Tome.. 
Marble Diamond.. 


Mindbender Spores 
Mire Shade. 
Misers’ Cage. 
Mist Dragon... 
Moss Diamont 
Mountain Valley... 


Phyrexian Dreadnought .R 


2.00 
5.00 
1.00 
5.00 
5.00 
5.00 
5.00 
3.00 
1,00 
1.00 
5.00 
1.00 
1.00 
2.00 
10.00 
2.00 
1.00 
5.00 
1.00 
1.00 
1.00 
5.00 
6.00 
6.00 
1.00 
1.00 
1.00 
5.00 
15.00 
5.00 
5.00 
15.00 
5.00 
1.00 
1.00 
1.00 
1.00 
5.00 
1.00 
1,00 
5.00 
1.00 
0.50 
5.00 
1.00 
5.00 
0.30 
4,00 
1.00 
1.00 
1.00 
0.50 
1.00 
5.00 
1.00 
4.00 
5.00 
1.00 
5.00 
5.00 
1.00 
2.00 
1.00 
5.00 
2.00 
8,00 
1.00 
1.59 
2.00 
1.00 
4.00 
1.00 
5,00 
8.00 
2.00 
1.00 
1.29 
2.50 
6.00 
2.00 
1.00 
6.00 
1.00 
1.00 
5.00 
7.00 


0.25 
1.50 
0.25 
2.00 
2.00 
2,00 
2.00 
0.50 
0.25 
0.25 
2.00 
0.25 
0,25 
0.25 
3.00 
0.50 
0.25 
1.99 
0.30 
0.25 
0,25 
2.00 
2,00 
2.00 
0.25 
0.25 
0.30 
1.99 
2.95 
2.00 
2.00 
5.00 
2.00 
0.25 
0.25 
0.25 
0.25 
2.00 
0.25 
0.25 
1,50 
0.25 
0.05 
2.00 
0.25 
2.00 
0.05 
1.50 
0.25 
0.25 
0.25 
0.05 
0.25 
1.50 
0.25 
2.00 
2.00 
0.25 
1.99 
2.00 
0.25 
0.25 
0.25 
2.00 
050 
3.00 
0.25 
0.25 
0.30 
0.25 
2.00 
0.25 
2.00 
3.00 
0.50 
0.30 
0.25 
0.50 
2.00 
0.50 
0.25 
1.99 
025 
0.25 
2.00 
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High Med. Low TR 


Seat a as Se aia soo Sea ania kagn ae hasta e se lau shasta SS Ae SS SS Sha Se SS SS SS SS SSS SS SS SS SH SSS SS 


0.25 


012 } 
} Sand Golem... 
Savage Twister 
? Sawback Manticore.. 

050 
+ Seeds of Innocence... 
} Shadowbane... 
} Shallow Grave. 
2 Shauk’s Minion.. 
= Shauku, Endbringer. 
Shimmer... 
2 Sidar Jabari 

012 + Sirocco. 
} Sky Diamond. 
$ Soul Echo... 
= Soul Rend.. 

025 


0.01 
0.12 


0.12 


H Reflect Damage... 
£ Reign of Chaos. 


} Subterranean Spirit. 
: Sunweb. 
oor ; 


2 Tainted Specter... 
} Taniwha 
£ Teeka’s Drago 
} Tefer'’s Imp... 
} Tefer’s Isle 

$ Telim’To 
: Telim’Tor’s Darts.. 
} Telim'Tor’s Edict. 
025 : 
+ Tombstone Stairwell 
: Torrent of Lava... 
} Tropical Storm 
}  Uktabi Wildcats... 
2 Unerring Sling 
+ Unfulfilled Desire: 
$ Unseen Walker... 


3 Ventifact Bottle ... 
A Vigilant Marty 
Vitalizing Cascad 
+ Volcanic Dragon.. 
£ Volcanic Geyser. 
+ Waiting in the Weeds .. 
= Warping Wurm... 
: Wave Elemental. 
' Wellspring 
+ Wildfire Emissary. 
3 Windreaper Falcon... 
3 Withering Boon. 
} Worldly Tutor 


Zebra Unicorn... : 
= Zhalfirin Commander... 
} Zirilan of the Claw... 
? Zombie Mob. 
0.05 : 


} Phyrexian PUGC.nnnn R 
} Phyrexian Tribute. 
} Phyrexian Vaul 
Political Tricke 
= Polymorph. 
Preferred Selectio 
: Prismatic Boon 
Prismatic Lace 
: Psychic Transfe 
H Purgatory ... 
‘ Purraj of Urbo 
= Quirion Elves... 
} Radiant Essence... 
£ Rashida Scalebane 
} Ravenous Vampire 


Sealed Fate 


Spatial Binding... 


Tidal Wave 


Zuberi, Golden Feather... 


5.00 
1.00 
5.00 


0.35 


5.00 
1.99 
5.00 


1,00 
5.00 
5.00 
1.00 
1.00 
10,00 
1.00 
2.00 
5.00 
1.59 
5.00 
1,00 
5.00 
119 
5.00 
5.00 
5.00 
1.50 
2.00 
5.00 
1.00 
1,00 
5.00 
10.00 
2.00 
5.00 
5.00 
1.00 
2.00 
5.00 
700 
8,00 
4.00 
5.00 
5.00 
1.00 
4.00 
1,00 
6.00 
5.00 
1.00 
5.00 
1,00 
5.00 
1.00 
1.00 
1.00 
1.00 
5.00 
1.00 
1,00 
8.00 
2,00 
5.00 
5.00 
1.00 
4.00 
2.49 
1.00 
1.00 
2.00 
5.00 
1.00 
1.00 
5.00 
1.00 


0.99 


0.12 


0.12 


0.12 


0.12 
0.12 


0.40 


Complete Set 
Booster Display... 
Booster Pack.. 
Typical Common 


Aku Djinn, 

Anvil of Bogarda 
Archangel.. 

Army Ants 

Blanket of Night. 
Bogardan Phoeni 
Brass-Talon Chimera 
Breathstealer’s Crypt 
Brood of Cockroaches... 
Chronatog.. 

City of Solitude... 

Coral Atoll 

Corrosion... 

Creeping Mold 

Crypt Rats. 

Daraja Griffin... 
Desertion.. 

Desolation 

Diamond Kaleidoscope... 
Dormant Volcano. 
Dragon Mask. 

Dream Tides... 

Elephant Gras: 

Elkin Lair... 

Equipois 
Everglades. 
Eye of Singularity 
Femere 
Fireblast 
Firestorm Hellkite 
Flooded Shoreline 
Forbidden Ritual... 
Foreshadow.... 
Goblin Recruiter. 
Griffin Canyon 
Guiding Spirit. 

Heat Wave 

Helm of Awakening. 
Honorable Passage... 
Hulking Cyclops . 
Impu 
lron-Heart Chimera. 
Juju Bubble 

Jungle Basi 
Kaervek’s Spite... 
Karoo... 
Katabatic Winds.. 


Kyscu Drake. 
Lead-Belly Chimera 
Lichenthrope.. 
Lightning Cloud.. 
Longbow Archer. 
Magma Mine... 


Miraculous Recovery 
Mob Mentality 
Mundungu.. 

Natural Order. 


Nekrataal... 

Ogre Enforcer. 
Ovinomancer.... 
Peace Talks... 
Phyrexian Marauder 
Pillar Tombs of Aku.. 
Prosperity. 

Pygmy Hippo... 
Quicksand 

Quirion Druid 
Rainbow Efreet.. 
Relentless Assaul 
Relic Ward.... 


Retribution of the Meek.R 


Righteous War... 
River Boa. 
Rowen.. 


High Med Low TR 


$175 $150 $85 
130 «95 ~—80 
459 299 269 
025 014 010 


$700 $5.00 $2.50 
6.0 2.00 
9.0 A 375 
125 1 0.50 
2.0 { 0.50 
500 4 2.00 
10 { 0.50 
5.0 x 2.00 
100 0, 0.5 
600 463 30 
00 8 4.0 
100 1.00 0.5 
5.00 3. 15 
200 1 0.5 
029 (0. 01 
100 1 0.5 
8.00 


05 
2.00 


U 


0.5 
0.5 
0.5 


2.01 
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: Shimmering Efreet.. 

£ Simon 

£ Snake Basket 

£ Spitting Drake nnn 
¢ Squandered Resources...R 
H Stampeding WildebeestsU 
= Suleiman’s Legac\ 
: Summer Bloom... 
: Sug’Ata Assassin. 
: Suq/Ata Lance 

£ Talruum Piper 

£ Tefer’s Honor Guard 
} Teferi's Puzzle Box... 
} Teferi’s Realm 

£ Tempest Drake 

£ Three Wishes. 

£ Time and Tide 


3 Uktabi Orangutan... 
£ Undiscovered Paradise. 
; Vampiric Tutor 

$ Vampirism.. 

£ Viashino Sandstalker, 
} Viashivan Dragon 

£ Vision Charm... 

£ Wand of Denial 

H Waterspout Djinn 

$ Wind Shear 
 Zhalfrin Crusader 


H Chimeric Sphere. 
Cinder Giant... 


5 Dense Foliage. 

: Desperate Gambit. 

: Dingus Staff 

} Disrupt. 

= Doomsday. 

$ Downdraft. i 
} Dwarven Thaumaturgist | 


Item 


Sands of Time 
Scalebane's Elite 


£ Complete Set.. 
£ Booster Displa 
} Booster Pack.. 
£ Typical Common... 


} Aboroth. 

: Ather Flash 

£ Agonizing Memories... 
} Alabaster Drago sannsna 
Ancestral Knowledge... 
Arctic Wolves., 

£ Argivian Fin 

: Argivian Restoration .. 


£ Fallow Wurm.. 

: Familiar Ground... 
i Fervor... 

+ Festering Evil. 
Fire Whip.. 

: Firestorm 

} Foriysian Brigade 
i Fungus Elemental 
} Gaea’s Blessin 
} Gallowbraid.... 

+ Gemstone Mine... 
} Gerrard’s Wisdom, 


High Med Low TR 


500 4 200 2 
150 1 50 1 
15 1, 0.50 1 
1001 0.50 
8.00 6 00 
1.00 
6.00 
2.00 
5,00 
1.00 
1.25 
0.30 
1.00 
1,00 
7100 
5.00 
1.50 
5.00 
1.00 
1,00 
6.00 
9,00 
2,00 
10.00 
10.00 
1.00 
3.00 
10.00 
0.39 
6,00 
2.00 
1,00 
6,00 


$185 $162 $90 

10g 80 
325 295 2.65 
0.25 0.10 0.05 


$200 $1 
10.00 
700 
2.99 
1,00 
700 
100 
1.00 
1.00 
1,00 
2.00 
5.00 
1,00 
5.00 
700 
700 
2.00 
6,00 
1.50 
1,00 
1,00 
1.50 0.35 
2,00 0.35 
5.00 15 
6.00 20 
4,00 35 
1,29 
035 
6.00 
1,00 
5.00 
0.50 
5.0 
20 
1.0 
70 
1.0 
0.5 
8.0 
10 
5.0 
3.00 
5.0 
4.0 


$0.50 
4,00 
2.00 
050 
0.35 
3.00 
2.00 
0,35 
035 
035 
0.35 
1.50 
0.35 
1,50 
2.00 
2.00 
0.50 
2.00 
0.35 
0.35 
0.35 
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003. 
0.08 } 


0.07 


0.55 


Item 


} Goblin Bomb... 
} Goblin Grenadiers 
: Harvest Wurm 
leart of Bogardat 
leat Stroke... 
$ Hidden Horror. 
£ Hurloon Shaman. 


ava Hounds 

iege of the Hollows 
lanowar Behemoth 
} Lotus Vale.. 

} Mana Web. 

} Maraxus of Keld.. 

£ Master of Arm: 

} Mind Stone 

E Mischievous Poltergeist 
: Mistmoon Griffin. 

: Morinfen..... 

: Mwonvuli Ooze 

} Nature's Resurgence 
Necratog 

} Noble Benefactor 
Null Rod. 

£ Odylic Wraith.. 

$ Orcish Settlers 

£ Paradigm Shift 

} Peacekeeper 

: Pendrell Mists. 

: Phantom Warrior 

4 Phyrexian Furnac 
rl Psychic Vortex. 


F Relearn nun 
E Revered Unico 
£ Roc Hatchling.. 


} Serenity 

} Serra’s Blessing 

£ Serrated Biskelion, 
} Southern Paladi 
Steel Golem 

: Strands of Night. 
Straw Golem 

E Sylvan Hierophant.. 


High Med 


6.00 
1.0 
0.29 
6.0 
5,00 
2.0 
1.00 
6.00 


10 


4.29 
10 
0. 
4,50 


Low TR +/ 


200 1 On 
0.35 
0.05 
2.00 
1,50 
0.50 
0.35 
2.00 
1.50 
0.35 
0.35 
2.00 
0.35 
6.00 
2.00 
2,00 
0.38 
0.05 
0.35 
0.35 
1.50 
1.50 
2.00 
0.50 
0.35 
2.00 
0.35 
0.35, 
1,50 
2.00 1 
2.00 2 
0.35 0 
0.50 


1601 100 


Item 


Thunderbolt. 
3 Thundermare. 
} Timid Drak 
£ Tolarian Entrance 
$ Tolarian Serpent. 


: Veteran Explorer 

¥ Vodalian Illusionis 
£ Volunteer Reserves... 
£ Wave of Terror. 

} Well of Knowledge... 
$ Winding Canyons 
} Xanthic Statue 


lete Set... 


: Booster Displai 
} Booster Pack. 
4 Starter Display, 
Starter Deck... 
£ Typical Common. 


andon Hope 
Itar of Dementia 


ncient Runes 
ncient Tomb... 
ngelic Protector. 
es of Rath... 


Apocalypse. 


i Bellowing Fiend... 
$ Benthic Behemoth, 
? Boi 


Booby Trap... 
Bottle Gnomes.. 
Bounty Hunter... 
Caldera Lake 
Canyon Drake. 
Capsize.... 
Carrionette 
Chaotic Goo. 
Charging Rhino .. 


20 0.05 
5.00 
0.35 
1.50 
1,50 
0.25 
2.00 
1,50 
1.50 
0.35 
0.35 
0.35 
1.0 
2.00 
2.00 


$250 $135 
80 
2.85 
i) 
765 
0.10 


$0.50 
250 
3.00 
0.50 
0.50 
075 
0.50 
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Cinder Marsh... 
Clot Sliver.. 
Coffin Quel 
Cold Storag 


Corpse Dance. 
Counterspel 
Crazed Armodon . 
Cursed Scroll... 
Dauthi Embrace... 
Dauthi Gho 
Dauthi Horror. 
Dauthi Mercenary 
Dauthi Mindripper 
Dauthi Slayer. 
Deadshot.... 
Death Pits of Rat! 
Diabolic Edict. 
Dirtcowl Wurm. 


Dregs of Sorrow.. 
Duplicity 
Earthcratt.. 
Echo Chambel 
Eladamri’s Vineyard.. 


Elven Warhounds. 
Elvish Fury..... 
Emerald Medallio 
Emmessi Tom 
Energizer... 
Enraging Licid 
Ertai's Meddling. 


Essence Bott 
Excavator . 
Extinction... 
Fevered Convulsions. 
Field of Souls. 


Fugitive Druid 
Furnace of Rath. 
Fylamarid .. 
Gallant 
Gerrard's Battle Cry 
Ghost TOWN ..nn 
Goblin Bombardment 
Grindstone..... 
Hand to Hand 
Hanna’s Custody 


Heart Sliver... 
Heartwood Giant. 
Heartwood Treefolk 
Helm of Possession 
Horned Sliver. 
Humility... 


Knight of Dawn... 
Knight of Dusk... 
Krakilin.... 
Leeching Licid 
Legacy’s Allure. 
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Eladamri, Lord of Leaves.R 


Escaped Shapeshifter... 


Flickering Ward...sssssse 
Flowstone Salamander 
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0.45 


0.10 
0.25 


0.13 


0.01 
0.20 


0.10 
0.25 
0.25 
0.25 


om } 
030 


010 : 
Y Quickening Licid .. 
Rain of Tears. 

} Ranger en-Vec 

Rathi Dragon. 

= Reanimate.. 

= Reap. 
0.25} Reckless Spite 
} Recycle... 
= Reflecting Pool... 
¢ Renegade Warlo 
: Repentance..... 
: Rolling Thunder... 
? Root Maze... 
: Rootbreaker Wurm... 
} Rootwater Depth: 
} Rootwater Diver. 
} Rootwater Matriarch 
} Rootwater Shaman. 
} Ruby Medallion . 
3 Sacred Guide.. 
} Safeguard. 
: Salt Flats... 
Z Sapphire Medallion. 
: Sarcomane| 
: Scabland... 
} Scalding Tong 
: Scorched Earth.... 
} Scragnoth, 


0.60 
0.15 


0.10 


0.15 


0.25 


0.20 
0.40 


0.15 


= Lotus Petal. 
= Maddening Imy 
: Magmasaur. 
} Magnetic Web 
: Mana Severance... 
079 : 


= Meditate... 
Metallic Sliver. 
} Mindwhip Sliver. 
$ Minion of the Wastes..... 
} Mirr's Guile 
$ Mnemonic Sliver.. 
$ Mogg Cannon. 

: Mogg Fanatic... 
0.24 } Mogg Hollows. 
: Mogg Squat 
} Mongrel Pack.. 
0.50 $ Muscle Sliver... 
Nature's Revolt 
} Needle Storm.. 
= No Quarter 
} Nurturing Licid 
}  Opportunist.... 
: Oracle en-Vec.. 
£ Orim’s Prayer. 
$ Orim, Samite Healer. 
: Overrun. 
2 Palimud 
? Patchwork Gnomes. 
3 Pearl Medallion..... 
012 : 
054 ; 


: Selenia, Dark Angel 
: Serene Offering... 


= Skyshroud Condor... 
= Skyshroud Elf... 
}  Skyshroud Forest 
} Skyshroud Vampire 
2 Soltari Crusader 


Pegasus Refuge... 


4.00 


0.90 
1,99 


10.00 


1.00 
1.00 
5.50 
10.00 
1.00 
1.00 
0.32 
3.40 
0.25 
1.00 
1.00 
4,00 
3.20 
5.00 
3.00 
3.50 
5.00 
6.00 
4.50 
5.00 
5.00 
4.00 
2.00 
1.00 
6.00 
1.00 
1.00 
5.00 
1.00 
1.00 
5.30 
1.00 
1.00 
0.25 
5.00 
1.00 
1.00 


0.10 
4,75 
1.00 
0.25 
2.00 
2.00 
2.00 
2.00 
2.00 
2.00 
1.00 
5.00 
0.10 
0.75 
2.00 
2.00 
0.75 
0.50 
0.10 
0.50 
0.50 
2.00 
0.10 
2.50 
0.50 
2.00 
0.50 
0.50 
2.00 
0.99 
2.00 
1.00 
2.00 
0.50 
3.00 
3,00 
1.00 
2.00 
0.50 
0.75 
3.00 
2.00 
1.00 
0.50 
0.50 
1.00 
0.75 
5.00 
0.50 
0.50 
0.50 
3.00 
5.00 
0.50 
0.75 
0.10 
2.00 
0.10 
0.75 
0.59 
2.00 
2.00 
3.00 
2.00 
2.00 
3.00 
3.50 
3.40 
3.00 
2.50 
2.00 
075 
0.50 
3.00 
0.75 
0.50 
3.00 
0.50 
0.50 
3.50 
1.00 
0.59 
0.10 
3.00 
0.75 
0.75 


2 Soltari EmissaryomowR 550 4.00 200 2 

0.02 = SoltariGuerrillas......R 6.00 4.00 200 2 
; U 200 150 100 1 

U 300 150 075 2 

: U 100 100 050 1 
Spirit Mirror... R 600 450 250 2 

: Spontaneous Combustion.U = 3.00 1.00 0.50 1 

: Stalking Stones UW 300 100 050 1 

0.37 = Starke of Rath .R 5.00 350 200 1 
059 : Static Orb... .R 600 500 250 2 
} Staunch Defenders........U 1.00 1.00 075 1 

= Steal Enchantment.......0 200 1.00 050 1 

} Stinging Licid.. U 100 100 075 1 

4 UW 1.00 1.00 050 1 

d U 200 1.00 075 1 

: Tahngarth’s Rage. U 100 1.00 0.50 1 

050 } Talon Siiver.... .C 050 025 010 0 
} Telethopter..... UU 1.00 «1.00 0.50 1 

H Thalakos Dreamsower....U 1.00 1,00 0.50 1 

2 Thalakos Lowlands.......U 1.59 1.00 050 1 

: Thumbscrews.. R500 4.00 200 1 

? Time Warp .R 20.00 1475 800 4 

2 Tooth and ClaWernnmmeR 4.30 340 200 1 

0.12 = Torture ChamberR 600 300 200 2 
$ Tradewind Rider...umR 16.00 10.00 500 5 

$ Trumpeting Armodon......U 1.00 1.00 050 1 

0,30 = Unstable Shapeshifter....R 600 4.00 250 1 
0.10  Vec Townships UU 1.29 «1.00 «050 1 
} Verdant Force.. 800 600 4.00 4 
0.01} Verdigris 100 1.00 050 1 
Vhati iHDal 500 400 200 1 

2 Warmth. 200 100 050 1 

} Wasteland . 300 200 100 3 

} Watchdog. 200 100 050 1 
0.12} Whim of Volrath.. 500 400 200 1 
: 200 138 050 1 

100 100 075 1 

E 100 100 050 1 

040 : 700 600 350 2 
H 075 025 010 0 

; 200 125 1.00 1 

; 500 300 200 1 

; 100 1.00 075 1 
wi) STRONGHOLD 

001 } 

i $185 $150 $95 3 

: oo 090 80 3 

} Booster Pack.. 300 299 250 1 

} Typical Common.. 0.25 010 010 0 

012 : 

0.20 : $1.00 $0.75 1 
: 300 200 1 

: 413 200 3 

: 100 050 1 

007 : 0.10 0.10 0 
0.60 } Bullwhip... 100 079 050 1 
} Burgeoning 500 4.00 300 1 

= Calming Licid. 100 077 080 1 

} Cardassia.. 500 375 250 1 

} Constant Mist 1.00 1.00 050 2 

0.50 Contemplation 100 088 050 1 
} Contempt. 035 010 010 0 

? Convulsing Licid. 100 077 050 1 

> Corrupting Licid 100 079 050 1 

? Crovax the Curse 600 400 200 2 

0.25 : Crystalline Sliver 250 197 O75 1 
0.50  Dauthi Trappe 100 075 050 1 
} Dream Halls... 700 500 250 2 

} Elven Rite..... 100 1.00 050 1 

} Endangered Armoda 035 010 010 0 

3 Ensnaring Bridge 800 600 350 4 

2 Evacuation... 600 400 300 2 

2 Fanning the Flames. 300 1.00 050 1 

? Flame Wave... 200 1.00 O50 1 

: 050 025 O10 0 

04g : 100 100 050 1 
010 : 499 300 200 1 
010 : 100 090 050 1 
020 : 700 500 300 2 
125 1.00 050 1 

125 088 050 1 

2 Hermit Druid. 500 400 200 3 

= Hesitation. 200 1.00 050 1 

} Hibernation Slive 2.00 1.00 050 1 

} Hidden Retreat.. 500 300 200 1 
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O10 


025 : 


0.09 
0.70 


0.10 : 


0.15 


0.20 
0.13 


0.25 


0.02 


0.02 
0.30 


0.13 


0.02 


002 : 


0.02 
0.02 


oo : 


0.20 
Ot 


0.13 


0.12 


2 Horn of Greed. 
} Hornet Cannon 
} Intruder Alarm 
Invasion Plans 
} Jinxed Ring, 
Lab Rats..... 
: Lancers en-Ka 
: Lowland Basilsk.. 


; Mogg Infestation. 
Mogg Maniac... 
} Mortuary. 
: Mox Diamond .. 
Mulch... 
} Nomads en-Kor 
} Portculls... 
2 Primal Rag 
Pursuit of Knowledg 
Ransack. 


Ruination.... 
: Sacred Ground 
: Scapegoat. 
: Shaman er-Kor. 
4 Shard Phoenix 
2 Shifting Wall. 
i Shock... 


Skyshroud Falcon 
H Skyshroud Troopers. 
: Sliver Queen. 
: Soltari Champion 
: Spike Breeder. 
: Spike Colony... 
2 Spike Feeder. 
Spike Soldier.. 
Spindrift Drak 
= Spined Sliver. 
Spirit en-Kor... 
5 Spitting Hydra... 
Stronghold Assassia 
Stronghold Taskmaster... 


Victual Sliver... 
Volrath’s Gardens 


2 Volrath’s Laboratory......R 
} Volrath’s Shapeshifter....R 


} Volrath’s Stronghold 
: Walking Dream... 
: Wall of Blossoms 
= Wall of Essence... 
; Wall of Razors 
} Wall of Souls 
Wall of Tears. 
: Warrior Angel 


Complete Set 
Booster Display. 
Booster Pack 
Typical Common 


= Coat of Arms 
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0.25 


0.13 


On 


0.50 


0.08 


0.65 
0.25 


0.75 


0.13 


0.51 
0.13 


0.20 


0.25 


0.02 


0.02 


0.13 
0.25 


0.12 


0.43 


0.48 


0.95 


Crashing Boars, 
Curiosity 
Dauthi Cutthroat 
Dauthi Warlord 
Dominating Lici 
Elven Palisade . 
Entropic Spe 
Ephemeron... 
Equilibrium. 
Erratic Portal 
Ertai, Wizar 
Xalted Dragon.. 
Fighting Cha 
Flowstone Fl 
orbid, 


High Groun 
Keeper of the Beasts. 
Keeper of the Dead..... 
Keeper of the Flame... 
Keeper of the Ligh 
Keeper of the Mind 
Killer Whale 
Limited Resources... 
Mana Breach 


Mind Maggots... 
Mind Over Matt 
Mindless Automaton 
Mirozel.... 
Miri, Cat Warrit 
Mogg Assassin... 
Monstrous Houn 
Necrologia 
Null Brooch... 
Oath of Druids... 
Oath of Ghouls. 
Oath of Liege 
Oath of Mages... 
Oath of Scholars 
Ogre Shaman. 
Paladin en-Vec.... 


Pegasus Stampede 
Penance... 
Pit Spawn 


Ravenous Baboons . 
Reconnaissance 
Recurring Nightmar 
Resuscitate..... 
Sabertooth Wyvern. 
Scalding Salamande 
Scrivener 
Seismic Assault. 
Skyshaper..... 
Skyshroud Elite... 
Skyshroud War Beast... 
Slaughter. 
Soltari Visionary. 
Song of Serenity 
Sonic Burs 
Soul Warden... 
Spellbook.. 


Spike Rogue. 
Spike Weaver 
Survival of the Fittest .. 
Thalakos Drifters. 
Thopter Squadra 
Transmogrifying Lici 
Treasure Hunter 
Treasure Trove... 
Volrath’s Dungeon 
Wall of Nets.. 


ONVAIESCENEE.innssssn 


St 50° Sa: So) So: Sd 


=F Ooo = com 


SEYt estes etre stees ew 


= 


SS 


= 


SS 


a 


= 
os 


pe yy ny) Ee ee 


: Child of Gaea 


0.25 { 


0.20 


049 


: Electryte... 


0.05 : 


0.02 


005} 
050 } 
030 


: Goblin Lackey. 
$ Goblin Offensive... 


H Starter Display, 


£ Blasted Landscape 
$ Brand. 


$ Crosswinds... 


$ Defensive Formation. 


: Flesh Reaver. 


? Fog Bank... 


Starter Deck. 
Typical Common 


Absolute Grace.. 
Absolute Law 
Abundance... 
Abyssal Horror. 
Academy Researchers 
Acidic Soil 
Albino Troll... 
Anaconda 
Angelic Chorus... 
Antagonism. 
Arcane Laboratory... 
Argothian Elder 
Argothian Enchantress... 
Argothian Wurm 
Attunement... 
Back to Basics. 
Barrin’s Codex.. 
Barrin, Master Wizard 
Bedlam... 
Bereavement 
Blanchwood Armor 


Bull Hip 
Bulwart 
‘arpet of Flowers... 
‘atastro| 
Cathodion 


Chimeric Staff... 
itanul Centaurs 
Citanul Flute 


Citanul Hierophants: 
Claws of Gix 
lear... 


Confiscate 
‘ontaminatior 
Copper Gnomes. 
Cradle Guard 
Crater Hellion. 
Crazed Skirge 


Destructive Urge 
iabolic Servitud 
iscordant Dirge 


Dragon Blood. 
Drifting Djinn... 
Eastern Paladin... 


Elite Archers.. 
Enchantment Alteration. 
Endless WUFTM sss 
Endoskeleton .. 
Energy Fiel 
Exhaustion. 
Exploration 
Faith Heale 
Fault Line... 
Fecundity ... 
Fire Ant 


Fluctuator... 


Gaea's Cradle 
Gaea’s Embrace. 
Gamble... 
Gilded Drake... 
Glorious Anthem .. 
Goblin Cadets 


< 
a 


wo 


: Remembrance 
+ Reprocess 
} Retaliation 
$ Rewind. 


3 Sanguine Guard... 
t Scald.... 
: Scoria Wurm... 


2 Shivan Raptor. 
? Show and Tell. 
} Skirge Familiar 
} Sleeper Agent. 


Greater Good 
£ Greener Pastures... 


Hawkeater Moth 
Herald of Serra. 
Hibernatio 


idden Guerrilla: 


Karn, Silver Golem. 
ifeline 


urking Evil.. 
Mana Leech. 
Meltdown 
Metrognome 


bo bo 


nner 


Midsummer Revel 
Mishra’s Heli 
Mobile Fort... 
Monk Idealist 
Morphling 
No Rest for the Wicked.. 


Opal Acralith. 
Opal Archangel. 


Order of Yawgmoth 
Outmaneuver 
Parasitic Bon 
Pariah 
Peregrine Drake... 
Persecute 
Phyrexian Colossus, 
Phyrexian Processo 
Phyrexian Tower 
Pit Trap 
Planar Birth... 
Planar Void 
Presence of the Master. 
Priest of Gix... 


Recantation..... 
Reclusive Wight... 
Redeem... 


RoP Artifacts... 
RoP:Lands. 
Rumbling Crescendo 
Sanctum Guardia 
Sandbar Serpent. 
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Seasoned Marshal 
Serra Avatar... 
Serra’s Embrace . 
Serra’s Hymn. 
Serra’s Liturgy. 
Serra’s Sanctum... 
Shimmering Barri 
Shiv’s Embrace 
Shivan Gorge... 
Shivan Hellkite 


Steam Blast.. 
Stern Proctor 
Stroke of Genius 
Sulfuric Vapors... 
Sunder... 


Telepathy... 
Temporal Aperture. 
Thran Quarry 
Thran Turbine... 


Titania's Chosen 
: Tolarian Academy 
d Torch Song... 
} Treefolk Seedlings 
} Turnabout 
+ Umbilicus 
Urza's Armor. 
Vampiric Embrace... 
Vebulid 
Veiled Appariti 
Veiled Crocodile. 
Veiled Sentry 
Vernal Bloom 
Viashino Sandswimmer... 
Victimize... 
Vile Requiem 
Voice of Grac 
Voice of Law.. 
: Voltaic Key 
3 Vug Lizard 
Wall of Junk. 
War Dance 
 Waylay 
} Western Paladin. 
H Whetstone 
Whirlwind. 
Wildfi 
Wind! 
: Wire 
} Witch Engine. 
Worn Powerstone 
Worship... 
} Yawgmoth’s Edict 
¢ Yawgmoth's Will 
$ Zephi 
Zephid's Embrac 


H Arena September 1994 


Shattered Chains February 1! 
Giant Badger 


Final Sacrifice April 1995 
Mana Crypt. { 


DragonCon July 1994 / The | 
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1. ANY CARD THAT MAKES IT 
ONTO ANY ERRATA PAGE. 


I HIT YOU WITH] HOLD IT- ‘URZAS 
‘URZA'S BRICK,” BRICK “MAY NOT 
| E USED BY 


NEITHER OF us |S 
USING RED CARDSY AH- MAGIC 15 


A GAME THAT 


USES RED CARDS!} | 


boas 
ZL PLAY ‘NIMROD 


128 


MAKES A FIST.’ 


T CAN FIX 
THAT. 


FEBRUARY 1999 THE DUELIST 


2. ANY CARD WITHA 
DESCRIPTION LONG-ER 
THAN TWO SENTENCES. 


BY PAIL Fociie © 


STORY MPGIC HAS BECOME TOO COMPLICATEDIY 
ANY GAME WHERE vou NEED A PROFESSIONAL JubdGe 
STANDING- BY To TELL kOU IF YOU'VE WOA/- 


NEEDS WORK! THE PROBLEM? TOO MAN 
ERE'S A SIMPLE GUIDE TO 
MU DECIDE WHICH CARDS TO CUT 
BEFoRE YOUR NEXT Cori 


Ee 
KAN a 


WHEN ‘SNORD'S ENNLI' COME $ INTO 
PLAY, ALL PLAYERSMUST TOTAL~ 
UP THE COLLECTIVE LIFE- 
POINTS OF THEIR COUECTIVE 
CREATURES, DIVIDE BY Five, 


HE'S PUTTING A 
Oe uP HIS 


| |AND REMOVE THIS NUMBER OF 


CARDS FROM THEIR DECKS AND 
SWAP THEM FoR AN EQUAL 
NUMBER. OF CARDS FROM THEIR 


OF 


5. ANY CARD THAT USES 


MADE -UP WO XCEP 
FOR PROPER NAM sie : 


YouR | ‘FLOON'? 
GOLEM A WHAT'S THAT? 


/T’S IN THE NEW 
EXPANSIONS — ‘UR2A's 
BEER BLAST’ You 


BUT ISA’T IT 
NICE WE'RE ALL 
PLAYING- 
TOGETHER? 


“YOU HAVE ONLY BEGUN TO DISCOVER YOUR POWER.” 
- DARTH VADER 


THE RULES, VERSION 2.0. READING THEM IS THE 
FASTEST WAY TO BE COME A ‘KNOW-IT-ALL’ 


FLOAT A REFINERY AT THE NEW, 
IMPROVED CLOUD CITY 


— THEY'RE HERE.. 


TIE FIGHTERS. IT's A_ 
BLACK TIE AFFAIR 


DARK SIDE STARTERS. LIGHT SIDE STARTERS. 
CHOOSE YOUR WEAPON 


Swoops. NEW TOYS IN THE SANDBOX 


NEW TO THE GAME? STARTER DECKS 
CAN BE PLAYED OUT OF THE BOX 


VisiT CORUSCANT, THE EMPEROR'S BACK YARD 
AND LEARN TO PLAY STAR WARS CCG 


SspeciAL ER! 


(TION 
See cral Epirto 


A NEW CARD TYPE. TURN YOUR 
STRATEGY AROUND 


Se 


NEW VERSIONS OF THE MAIN CHARACTERS. YOU OVER 300 CARDS MAKE THIS THE LARGEST 
CAN NEVER GET ENOUGH OF A GOOD THING STAR WARS CCG EXPANSION TO DATE 


IF IT's IN YouR MEAD 1's in HERE 


THE STAR WARS” CUSTOMIZABLE CARD GAME” 


SPECIAL EDITION” 


Available this Fall: Limited Edition 9-Card expansion packs, 
60-Card light side starters, 60-Card dark side starters 


D EF 3G Rees rent 
The Art of Great Games? www.qaecipner.com 


© Lucasfilm Ltd. & TM. All rights reserved. Used under authorization by Decipher Inc. TM, ® & © 1998 Decipher Inc. All rights reserved. Decipher Inc. Box 56, Norfolk, VA 23501. 


Feel the 
frenzy of the 


crashes into Los Angeles. 
There’s plenty of open side 
events, free demos, artist 
signings, and of course, 
the head-on collision 
of the best. 


ueationa? 


call 800) 324- 6496, 


or visit 
www. wizards.com/ProTour. 


Wie 


Februar y 26- -26 


Hotel ouen Mary 
nT Beach; CA 


y< 
MCIWORLDCOM 


"YAHOO! 
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